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Wekome to the world of HyperStudio and hypermedia! HyperStudio provides you with the 
complete system to crtaifi things on your computer that vvill make it nwre usefid, moie educa- 
tional, and just plain more fun than you can probabiy im^gijve. 

What t& Hypermedia? 

If you're new to Uic subject, it's probi^ly in order u> answer iJie question "What is hyper- 
media?" You're already familiar with the vaiious ways of exchanging information diat 
currently exist Newspapers, books, movies - ail these are referred id as the media, and are 
diose channels that handle the mass distribulion of information. In addition, die term media 
also refm to the specific physical fomi that carries die informadon. This can lje the printed 
word, a colorful artisdc graphic, or an electronic image. However, for the most part, all of the 
current ways of conveying infonnalion in tlte modem world are passive. That is, you act as a 
silent viewer of the information ptxscnDed. 

The word "hyper" i^ derived fram a Greek word meaning extreme or beyond. The word 
hypemiedia was coined to describe a way of communicating that went beyond the current 
notions of the media. 

Imagine starting widi something commonplace, tike a book. This is a typical fotm thai infor- 
mation in our world takes. Now imagir>c seeing not only lexi and pictures on each page of die 
book, but certain areas that you could touch widi your finger diat would suddenly expand inio 
a v^hole new page of information, or diat would perhaps instantly take you to an entirely 
different pan of die book, perhaps even to a completely different book. White you're thinking 
of that, wouldn't it be nice if the pictures on the page could actually be animaied to show a birid 
flying, or die path that an airay during die Civil War followed? Beoer still, imagine hearing 
die sounds of die batde while you read die text! 

WeU, imagine no more^ because this is exacdy what hypennedia offers, and in particular, what 
HyperStudio deUveisI In the coming chapteis of this manual. youHI start by looking at aame 
sample Hypersmdio applications ("stacks*"), and dien move into a tutorial of how to use the 
tools provided in the HyperStudio package to create your own stacks. HyperStudio also gives 
you die tools lo take existing HyperStudio slacks, and to enhance and change them as you 
wish. You'U fmd il's easy to take an existing HyperStudio application, and to use it as die 
sLartuig point for an enurely new application of your own. 



What If 3^Stoiiio Can I>o For Yon 

At diis point, the relevance of hypermedia to your own sitiuation may not be obvious, so let's 
look at some specific ways that HyperStudio may be of immediate use to you. 
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When you made your decisioa to buy ihe Apple IIGS, you wm pitriiably auiBClcd to it£ 
Lerhfk graphic, realistic sound abtUUcs^ and overall power of the sy^terr^. At the same time^ 
the Apple UQS is one of the easiest- lo-use computara every created. 

You've probably seen programs Ihal taicc advantage of many of these Teaturcs on ihe Apple 
DGSp but fouTkd it dinkiiU to find something that combines them alJ in one envirotimenL 
HyperStudio's first big feature is thai U gives you one envinMimeni where you can use aU the 
abilities of the Apple IIGS in a wide variety of applicaiions, or in cresting youf own. 

This brings us to HyperStudio's second big use: cieating your own software pro-ams on the 
comptiler, without having to spoid a lot of time, or needing a Lot of technical knowledge. 

If your family has young children learning the alphabet, die names of states, or other stills^ 
you could try to buy a program thai leaches these concepts. Oiances are^ however, that it 
would be relatively expulsive, take time to fmd, and might not even be readily avaitabic. 

With HyperStudio, it's easy to create a few screens widi tetters of die alphabet, or words and 
common objects, even a map of the Unittcd Stales, and add your own voice prompting to click 
on the right im^e or state. Best of all, the whole family can participate in creating dus kind of 
software, hdping widi voice prompts and responses, creating graphics, recording sound 
effects. 

However, HyperStudio isn't just lor creating software for young chddr^. What it is gpod at is 
communicaong ideas and information. If you're a teacher, dtis can be leKSons^ preseniations^ 
even tests oa many kinds of material. From foreign languages to compkx concepts, Hyper- 
Studio is the perfect toot, and requires no m<^ effort than preparing any other kind of a lesson 
presentadoi^. 

If you're a student, HyperStudio offers the most dynamic environmeni for reports ever created^ 
It can also be used to record and organize notes and ideas for the more tradidonal written 
report 

Ev^ai if you arc neither teacher nor student, but would like lo share knowledge you have widi 
others, record your family tree, introduce customers in your business to new products or show 
diem how lo Bnd sometldng their looking for, keep track of your music or magazitve 
coliecdon, or any number of odier applications that hypermedia is an idea solution for, dien 
HyperStudio is for you. 

The HyperStudio disits come with many example stacks to get your started, and give you ideas 
for your own stacks. For now, though, let's get started by maldng a backup of the HyperStudio 
disks, and then looking at some HyperStudio applications that we have mcluded in d» 
package. 
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Backing Up Your HyperStudio Disks... 

Although the chances of physically damaging a disk in normal daily use are ^rfy small, it is 
iviill a good idea to make a duplicate copy, or "tiackup disk'', of the original disks f^vided in 
the HyperStudio package. This process is very easy, takes only a few minutes, and is a very 
vv^orth while "insurance"* provision for the possibility that someUiing does ever happen u> die 
disks you use on a dady basis. 

So, before proceeding further, take a moment now to msike backup copies of the HyperStudio 
disks. You can do ihis 'with the Finder software provided widi your Apple IIGS (on die Apple 
System Disk) as you would any other 3.5" disk^ or you can use your own disk copy utilities, as 
you prefer. Do make sure dial the names of your final backup disks are the same as die 
originals, i.e., /HyperStudio, /KS.Demo, /HS.Art, and /HS.Sounds. The Finder can be used to 
rename disks, if necessary. 

Since there is not much space remaining on die HyperStudio disks for additional files, we 
recommend you make a data disk for the siaclcs you create. The Finder on the Apple System 
Disk will also format new disks for you. You can name diis disk HS.Data if you wish. 

If you are unsuie of how (o make baickup copies, or create dam disks, ss; die manual ''Apple 
IIGS System Ulilidcs**, that came with your computer. 

After making your backup copies and a new data disk, continue with die next sec^. 



System Requirements 

HyperStudio rcquiies an Apple HGS widi at least 1Mb total RAM, and a 3.5" disk drive. It is 
compatible with GSOS, and can be run on hard disks, as well as the Appleshare Networic. 

While working dirou^ the examples on die Home Card, and the tutorial, we recommend you 
set your RAM dish to OK (zero K), nsing die RAM di^ optkm in die Contnal P^. This 
will give HyperStudio access to all of the RAM in yom- computer for die various stacks. 

The memory requirements for any partkular stack dq>end entirely on die individttal 
characteristics of the stack you create. Thai is, depoiding on how many different 
backgrounds, graphic objects, and imbedded sounds you use for a stack, the memory used by 
the stack can vary over quite a range. Widi no imbedded sounds, and simple card 
backgrounds, your stack could have hundreds of caids in it. HyperStudio is designed to 
optimize memory usage by compressing memory, and odier techniques. 

Digitized sound require approximately lOK of RAM per second of sound. Thus, a lO-secoiid 
f^und would require lOOK of memory. However, HyperSmdki docs not require dial every 
sound in a given stack be loaded ali at die same time, and in practice^ the amount of sound 
avadable in a stack is more a function of disk sue. 
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Installing the Hardware 

of ihe HyperStudio packagf^ is a sci of sound digitizing (lecording) equipment These 
loqU are provided to make iL as ea^^y as possible to not only enjoy the excellent sound qimlity 
of HyperStudio applicatiofis, bui to also allow you la easily record your own voice, music, and 
sound effecls for hypennedia appLkations diaf you create yQw:^Lf. 

Before pfoceeding, verify tliai the following components are in the box: 

• (t) HyperStuxlio digitizing board. 

• (2) holts, and (2) nuts. 

• (1) microphone with stand. 

You'U also need a snmll fbi-bladed screwdriver, to tighten die bolLs on the digtUzing card. 

Installation of these components in your computer is veiy easy, and is comparable to attaching 
ainy comnK>ii inicrCace cml, such as a haM disk contrDller card. 

Installation Steps 

1) Turn off iJie computer 

2] Remove die cover to the computer itself by geiuly pressing down on each plastic tab al t^ 
back of the computer. Whik the tabs are depressed, use the palms of your hands to lill the 
back of the cover up, and remove. 

3) Looking down at the computer, with the front closest to you. youll sec seven "slots" to- 
wards die back of ihe computer, and one more to the far right, and closer to d>e fironL 

The good news is diat Ihe HyperStudio digitizer doesn't go in any of these slots. This has two 
immediate benefits. First, your recoi^dings will have much less backgitiund noise than record- 
ings done with many alternative boards that do have to go in a slot This is because the com- 
puter itself is the source of background "hiss" or oocasional "pops", and this electronic noise h 
strongest in the slot connectors. Second, dierc arc a limited number of slots in your computer, 
and diosc users who are quickly filling them up will appreciate the fact diat tiie HyperStudio 
digiti^ier doesn't require any of diis valuable "real estate.'* 

4) To install the recording hardware, first insert the belt dirough the lower hole in the mounting 
bracket of the circuit board. Insert the bok so dial ihe head is on die side of ihe plate opposite 
the circuit boards and the threaded end points towards the board. Now attach the nut lo the 
bolt, but do not turn the nut more than 3-4 turns. You want Uiere to be a lot of open area left 
between the nut and the head of the bolL (See fig. 1) 
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Figure 1 

S) Locildng at the back of die computer, you will see that there are openings ("cutouts") in the 
back panel, which arc closed off widi piastic covers. On the interior side of die back panel, 
diese covers are att^hed widi a mcial clip. Identify die opening at die far left (closest to the 
power supply), and turn die clip counter-clockwise one-half tinn. The cUp should now be 
easily removable by gently putlifig it directly towards the ftont of the computer, at which point 
die plastic cover will also fall free. 

ti) It is behind Ihis opening, inside die computer, diat you will mount die ciicuit board. Pre- 
pare now by making sure diat you have located the scc<Hid mounting bolt, and nut, but do not 
^mch them to die board yet 

7) Before inserting the board, remove any interface card, such as a pdnier card, that may be 
present in slot #1 (die slot closest to die power supply). 

S) TTie power for the digitizing card is picked up from two small wire posts neiir the back of 
d^c computer, and which are marked 'Tan^ These posts are usually used for powering an 
internal coohng fan in die comptjUer. If you have an internal fan, disconnect it now from the 
power connector. (See figttrc 2} 
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9) Locale ihe smaU two- wire omncccoc coming from the digiliziiig card, and pu^ It onto th^ 
post marked "fan'' near the back of the computer. The plug is "keyed" which mcms that it is 
very diflicuk to LnstaU backwards. However, just id be sure, verify that the itsl wire is on your 
left, m you look towards die back of the computer, widi the front of titc computer closest to 
you, 

10) If yon have an internal fan. you can ndw attach its connector to the 2-pin conn^ior on the 
digitizing board. This replaces the ^cdgn of the eonnectof on the computer's main circuit 
board, and can be used for anything that would otherwise require the connector used by the 
HyperStudio digidz£:x card. 

11) With die lower bolt and nut a^ kxjse as Uiey can be without the nut falling off, pdU ttie head 
of the bolt away Enam die brackeL Widi the 7-pin connector on the right side of the boards and 
facing up, place die board and its mounting bracket against die inside back of die computer so 
that the loose bolt drops into die notch a± the bottom of the cutouL The idea here is to fit the 
card into position with the head of the bolt on the outside of die back of die computer. 

12) Once ui poddoo, g^ily tighten the bolt ajid nm with your fingers. DO NOT TIGHTEN 
COMPLETELY! You wdl want (o leave a lilde "slack" for the moment so that you can insert 
and Ugh ten the upper bolt ll may be necessary to gendy push down on. or fold to the right, the 
wiies dial go from die power supply to the computer's main ccrcuit board to make lOom for the 
digitizer card. 

NOTE: AJdiough the first op^uig (from die left) in die back of die coonpuier is generally die 
most converuent locadon for the HyperStudio digitizer, there are also diree odier possible 
posidgns diat you can use. Use of diese will probably require dial die slot in tent of the cutout 
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does not have an rnteiface card in it, but you are wckonie to use whatever cui£Hit ts ihe most 
convenient for you. 



13) Now insert the bolt diough die top hole in die back of die computer and ihe mounting 
bracket on the card. Atlach the nut to die end of die bolt on the inside. It is a litde cramped 
hen;, but widi padencc you should be able to get it in place. It works best if yoii woa^ on 
[uming the head of the bolt with die screwdriver, rather than the nuL Aren^ you glad you set 
tip the lowM- bolt before putting it in die computer? 

If you drop die nut whde trying to attach it to the bolt, don't panic. You can just lift out die 
digitizf^ board, retrieve the nut, and then replace the board and try again. If your screwdriver is 
magnetized, it will be a lot easier lo pick up Uie nut by just touching die end of the screwdriver 
to it 

ALTERNATE INSTALLATION TECHNIQUE; If you find Uiat trying to diread die top 
bolt tfser placing ihe digitizer card in place is too difficult, you can try dus alternate approach^ 

Before trymg to put die board in die compute, pardaUy diread both nuts onto each bolt, both 
Lop and botiom, leaving as much free play in die bolt as possible. Now, lower die head of die 
lower bolt into its slot in die cutout, and use die tip of your ftngcr. or die screwdriver, to push 
the head of the top boh down as you pass it diiough die cutout. <>nce Uw heads of bodi bolts 
are through die cutout, adjust diem into dte proper position in each slot, and tighten widi die 
screwdriver. (See figure 3) 

Upper Bolt 




Figure 3 
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14) Once the nul is. threaded onto the boll, tighten both the top and bottom bolls. DO NOT 
OVERTIGHTEN! U is not necessary to Imrk ihe bolt head imiil it absolutely won'i budge. It is 
only necessary to make sme tiat the connecting bolts arc fmn. 

15) If yon have lemov^ a printer interface card, or any cards from the other slots, you can 
now replace thcfn. 

1£) Now that the cirtuit board is mounied^ find the 7-pin connector towanls the f^nt of the 
computer, and on the hght side. It is marksd "J25", and i;^ right next lo the connector for the 
speaker. If you aJieady have another sound-felated hardware device in your compuler, such as 
the MDIdeas or FuiureSound cards, unplug tbcir connector fiom this post 

17) Now plug the long ribbon cable thai comes from die HyperStudio digitizer into the 7-pin 
connector on the computer's main circuit board. It is also "keyed" so that connecting it im- 
properly is very difficult However^ you should verify dial the red wire on the ribbon cable is 
closest to the front of the compiler as it enters Ihe connector at J25. The cable is deliberately 
made ju£t long enough lo reach the J25 connector, so as to reduce elecnical nqise. If you have 
a lot of e^tra cards in the slots of yo^ compute, run the ribbon cable over the tops of all of 
them, rather than trying to snake the cable between cards. 

IS) If you have disconnected an existing sound hardware device, you can now plug it into the 
reptac^eitt connector ai the top of the HyperStudio circtitt bo^. 

19) The insiallation of the board itself is now done. Before pulling the cover back on die 
computer, you should lake one last loot around inside to make sure diat everytMng has been 
properly attached, and thai dtere are no loose wires left hanging. Once you have checked, you 
can then put die cover back onto the computer. 

20) The microphone is plugged into the connector on the mounting pLaie for the HyperStudio 
digitizer, and is geneially placed on die Eeft side of the computer. 



That's it! The HyperStudio hardware is now installed. Should you need to move your com- 
puter, simply unplug the speaker and microphone from the bacic of the computer. It shotdd not 
ever be necessary to remove die circuit boa^. aJ though you may want to check die tightness of 
the connecting bolts dcca<donally if you move your computer often. 
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The miciophone connector on the HyperStudio digitizing card has a special convenience 
feature built into it dtai you should know abouL 

The microphone connection has a switching function. When die microphone is plugged m, the 
HyperStudio digiti^a' is active, and any sound inpui device connected to the card is disabled. 
When the microphone is unplugged, any sound input device is enabled^ and can be used in the 
customary way. This makes it easy to switch between Uie HyperStudio digitizer, and an 
alternate device. 

The sound output function of any device (stereo card, etc.) connected to die HyperStudio 
digitize is always active, regardless of whether or not the microphone is plugged In. 
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HyperStudio: A Quick Look 

The hmt way to sec what HyperStudio do is to look ai some of ihc demonstration files 
provided as part of the package. This wiU give you a sense of where you're headed in the 
tutorial sccdou ^ you conscruct the sample hypermedia applications, and wiU aJ^o give you 
some good ideas as you start your own creadons. 

To begin, just start up your Apple HGS with die main HyperStudio disk (/HyperStudio), This 
will load GSOS (the GS Operadng System), HyperStudio, and also automaiically load a slack. 

The stack loaded is rather ^Mcial, and is called die Home Staek. The screen thai first comes 
up U ^ led the Home Card. The Home Card is a central reference point from which you can 
launch odier siacks or application programs. When finished, die stacks you use, or the applica- 
tion progrwis you launch, will retuni back tp die Home Card, 

On die Home Card you'll see a number of small graphic pictures, called kom. TTiese Jieprcsent 
the stacks and applications diat you can gel to from \ht Home Card. When you move die 
nrmusep youH see diat die cursof is a smaU hand. By posiiioning the hand over die item you 
want^ and clicking the mouse, you can select which stack or af^Lication you want to use. 

Some of ibe Home Caid iiients wiH be explained later, bm dieie ar^ a few Uiat youll want to 
know about now. 

Fu^ die Sound Shop, Sight 'n Sound, and Browser icons are for launching separate programs 
provided on the HyperSludio disk. 

Sound Shop is a dedicated sound r^:ofdiiig and editing utUiiy^ Sight *n Sound lets you put a 
startup picnue and sound on a disk, and Browser lets you quickly scan a disk with recorded 
sounds. All diree of these are described later in diis manual, and it's besl to leave ^lem for die 
time being, whUe you explOTc HyperSludio. 

The remaining icoi^ are all used to access existing stacks on the HyperStudio disks. When 
you cLck on any of die^. if dte disk dial is needed for d>e loading of thai particuLar stack ts not 
In memory, HyperStudio wiU prompt you to insert die needed disk. 

You could experiment by just clicking on die various icons, but for now, let's start with die 
stack called bitro. The Intro stack is located on the disk labeled /HS.Demo. If you have two 
3.5" disk drives, insert the HS.£>emo disk in the second drive. If you only have one 3.5"" drive, 
remove die Hyp^Studio disk, and insert die HS.Demo disk. 

Position the mouse cufisof over die icon labeled Intio. and click die mouse. There will he a 
pause while this slack is Loaded from die HS.Demo disk, after which the screen will fade to the 
opening card of die bitro slack. 
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This stack is an introducdon to HyperStudio and die elements dial make up a stack, Ti will 
give you an idea of die various objects that can be on a given caid in a stack, and also whal 
actions can be done by pressing a button. Use the mouse l» cJick on buttons as directed. At die 
end of die Intro stack, you'll be rebimed to the main Home Card on d» HyperStudio dist 

The important things to nodce in moving duough the cards that make up this stadc are^ first, 
how easy it is for a user ia move dirough a hypermedia presentation. Hypermedia is also 
sometimes called "interned ve multimedia.'' 

Second, you'U nocice dial widi just a few simple building blocks, a wide variety of software 
applicadoru are possible. Although the Intro stack does not attempl to show all die possible 
applicadons itself, ii should be quickly evident how powerful a tool HyperStudio can be, and 
all witboui requiring any fxogramming knowledge, and with a minimum investment of dme. 
When you remm to the Home Card, you can exploie other example stacks diat have been 
provided. 



other Stacks 

After viewing the Intro stack, and learnifig about ihc various elements diat make up a card and 
its stack, try exploring die other stacks provided on die HS.Demo, HS.An, and HS .Sounds 
disks. The^ stacks are already conn<^ted to the Home Card, When you click on an icon in die 
Home Card, you will be prompted to insen die proper disk. 

If you have installed die HyperSuidki software on your hard disk, the Home Card will wort 
best if you put all die stacks fcqm die ^^ous HyperSmdio disks in the same folder on our hard 
disk. 

Following is a brief description of each of die oUier sample stacks. After browsing drough the 
exisdng stacks, condnue widi die next secdon. *'Using HyperStudio". 
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Demonstration Stacks: 

Botton Ideas: This stack: has a coUeciion of graphic images that can bo used as buttons on a 
card. To use a graphic as a button, use the Get Clip-art function In ih^ FUc menu of 
HyperStudio. After pasting it onto your card, you simply dcHne an "invisible botton" that 
overlays the graphk imagje. For more details^ see the section on invisible buttons laier in this 
niajiual. 

Card Ideas: Thb stack concentrates more on (he possible layouts of cards. raihcT than particu- 
lar applications. Remember, you can always use the images and cards from any of the stacks 
on this disk as the starting pouit for your own stacks. 

Jukebox'. This sl^k plays a collection of music and sound effects on the HS.Sounds disk. 

Saturday: This is an example of how a young child could use HyperStudio lo teU a stcry^ 

Spaoisli: An example of a fofeign-language lesson created wkh HyperStudio. 

Familj: A geneolQgy stack that you can use as the basis for your own family tree, 

Ajrt Library: This is a "sUde sliow' of some of the cliport provided on die HS. Art disk. When 
your run this stack, you will be prompted to insert the disk "HS^Art"^ If necessary ^ you can 
remove either die HyperStudio or the HS.Demo disk to insert the HS.Art disk. 

This also demonstrates the use of one of HyperStudio's extended features, the "User-defmed 
Button Action", in the fonn of a stack that sequentially loads and displays whatever Super Hi- 
Res pictures are in tiie same directofy as this stack. The user-defmed button acdon is a "hook" 
into HyperSmdio diat lets assembly-language {or PiEScal. or olhCT language) prograirtmers add 
dieir own special functions to H^rStudio. 

Testing Stack. This stack shows how HyperStudio can be used to give a test, aiid displays the 
lesidts of d)e file created by the test stack. 

R«ad and Listen. This is a limited version of a stack from the Manchester Apple Users' 
Group, which was created to reinforce word lecognitioa for early reading skills. 

Video Overlay Demo, If you have the Apple II Video Overlay Card and a Pioneer 420Q 
LaserDisc player, be sure to look at this stack. If you only have the Video Overlay Card, but 
not the Pioneer 4200. use die (3pen Stack function in d>e File menu, and took in the folder 
Video, inside die Xcmds folder, on die HS.Demo disk. There youll find an alternate demon- 
siiation stack that can be used with live video sources like vidjeo cameras, VCRs. etc. 
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Other Stacks: As time goes on. and space on d>e disk permit, some stacks may be added lo 
the Home Card dial are not described here. It is also possible dtat some stacks listed above 
may have been disleted in the interest of presenting a mote useful example of another kind. 
However, you should fmd all dte stacks on die disk sufficiendy self-explanatory. 



Sources of Other Stacks 

U is not necessary to create your own stacks to fmd HyperStutljo a useful addition to your 
computer. Many user groups^ schools, and modem-accessed bulletin boanl systems have 
pubUc-domain stacks that are readily available. In addition, commercial software publishers 
Lilso win no doubt offer many dificrcnl types of stacks to HyperSmdio users. 

Rogor Wagner Pubtishing, Inc. is planning a catalog of available stacks, and this is a good 
reason to return the Softwaie Registration Card at the front of Ibis manual. By lettmg its know 
where you arc. we'll also be able to send you diat catalog of available stacks. 

The final source of HyperStudio slacks, and we think one of the most tewmUng, is to simply 
create them yourself. Authoring" a HyperSmdio application is very easy, and the resulting 
stack can be disributed to oth^ with no license fee required. The Software License at the 
front of this manual gives you permission to distribute stacks in any way you wish, as long as 
die HyperStudio software itself is not passed on to odiers. 

To see how easy creating a stack can be, read (m to die next section. 
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Creating Your Own Stacks: 
HyperStudio Applications 

By TKm we hope that yon have e^iplDied the Slacks that aie presented examples on (he 
HyperStudio Home Caid. This section wiU lead yoti through an introduction on how to create 
your own stacks. [t*s actually quite easy, and we hope youHl be inspire to use your Apple 
UCS computer lo die best use imaginable - as a persomi compuier for use by yourself and 
oihcrs in the communication of the jnformalion ai>d ideas that are of inierest \o you. 

We Uke 10 dunk of HyperStudio as a tool for "disktop publishing". Yoo may have already 
heard of "desktop publishing." That's where you use your computer to do the layout and 
printing of a newsletter, brochure, pertiaps even an entire book. However, when you're done 
using all your great conipmer tools, what you end up with is the same diing diat Gutenburg 
did: Sheets of paper with ink on them. To get your ideas duplicated, you'll still need to go to a 
printer^ and In the case of a book^ spend pezhaps thousands of dollars to share your ideas with 
others. 

Once dwy get *c book, your readers will be forced by the medium - the book itself - to go 
through your ideas in a linear fashion. That is. they'll start on page 1, and Tuiish on page 599, 
or whenever. They won't have the option to suddenly jump ahead to fmd out more about a 
certain part (hat interests them. In addidon, if your subject is something not easily explained in 
a su^ght-line padi^ youll have lo torct your ideas into die uadidonal form anyway That is. if 
you don't have HyperStudio. 

With HyperStudio, you can now put subjects as diverse as your famdy tree^ or evcfything you 
know about gardenings onto a ck^. If the person using your stack wants to jump from one 
place 10 another because the ideas are ccHinected, diey sunply click on a button you've added, 
which dien takes Ihem lo diat part of die stack. When you've Tuiished your stack, you don't 
need lo go lo anyone to duplicate iht infonnajuon. For the cost of a single disk, you can 
disiiibiiLe the information to anyone you want. No minimum printing quandties, no special 
equipment needed. Just copy your disk, and youVe entered th? age of hypermedia, and disktop 
publishing. 

We believe that there are two immediaie benefits to every computer user as a result of this 
process. First, more than ever before, a method is provided for an individual to record, organ- 
ize, and distribute dieir ideas, without requiring that there be a "mass market" for their work» or 
requiring the "approval and fmanciai coq>cration of a large publisher. 

Secondly, in die area of computer software, we diink you'll finally see a wider range of afford- 
able software. For most programs, including HyperStudio, a tremendous amount of effort goes 
into the development of die software itself, independent of the information content. In the case 
of educational software, for e?( ample, \his means dial most companies spend much more time 
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and money on the part of the software that puts an ime^e on the screen, thai) they do the actual 
information content. 

With HyperStudio, virtually ail die dme invesied in cieating a new software product can be 
put into the information in a slack, rather than the "core*" routines necessary to display the 
infonmadon. This means diat it will be possible to create better software in less time, and to 
you that means more software at a smaller cosL 

Well, enough discMSsion. Let's dig in and sec just what's involved in creating a new st^L 



Creating a Stack: A Simple Exainple 

Any ^k h nothing more dian a series of cards, on which are placed various objects, 'niese 
objects can include: 

■ Text 
' Graphics 

• Buttons 

• Sounds 

• Video sequences 

The bullous are used lo move between cards, or to trigger certain actions like the playing of a 
sound or an animation sequence. 

The steps lo creating a stack are fairly simple: 

1) Choose New Stack from die File tnenu. 

2) Create a scries of cards with the desired backgrounds. 

3) Add information to each card in the way of text and gr^hics, 

4) Add buttons to move between cards, or trigger acdons on a card, 

That's it! Since cards can be added anywhere in a stack, moved from one position \a another, 
deleted^ copied, and in general manipulaied in many ways by the computer, you can use die 
computer itself lo help you organize your thoughts. In general, you'll get off to a beiier smn if 
you tfy to concepuiaU^^ your pn]ject as well as you can before beginning, but HyperStudio is 
flexible enough lo let you change things as you go along. 

For our fust stack, let's suppose you wanted to create a slack like the "Spanish" slack, diat 
leaches a foreign language. 

Step 1: Go u;> the File menu in HyperStudio and choose New Stack. Of course, if you 
haven t started up die HyperStudio disk, you'll need to do diis first! When the Home Card 
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appeal^, just c£ioq^ New Stack, II won't hun anyihmg as you se« the screen clear a blank 
while card. The system has now been cleared of the existing stacks am) is fcady for you to 

begin. 

Don't wony aboui the Home Card. Us still on the HyperSiudio disk. Choosing New Slack 
only affecis whai is in the ocMnputcr's memory, not what is on the dislt. 

Step 2: Prepare the lards and their backgrounds. For our ejiample stack, well start wiih a 
map of the world as the first card* TTie nexl card will be a scene of a plaza, with various things 
lypical of a foreign location - a passport, itwm keys, taxi, etc. In ihis bajckground. we've even 
included a guitarist and dancer! 

a* To load the firsl background, go to the File menu again, and choose Load BAckground^ 
Tlie standard file selecdon box wQl appear^ if the disk HS. Ait is not already in the disk 
drive, insert it now, and click on Disk (or press the Tab key) to show ihe iisi of files on the 
disk. If you have several disk drives, it may be necessary to use she Disk button several 
limes to finally list the HS.Art disk. 

When the list of picnires on the HS.Art disk is displayed, use the scroll bar controls, or the 
arrow keys on your keyboard, to scroll down until you sec the file "World-Map" high- 
lighted As a short-cui. you can also press the "W" key. 

When the file Worid.Map is highlighted, press Return, or click o^i the Open button. You 
can also just double-click on a fUe name to load iL The screen will ihen fill in with the 
picmre of the world map. This is die background for your first caid. 

b. Before adding £Uiiything to the first card, lei's Tmish setting up the background for the 
second card. Pull down ihe Edit menu, and chooi^ New Card. The screen will erase 
again as a new caid is cieated^ and die upp^-dght comer of the screen will now display 
"Card l^ 

c« Now load the background for !he second card by again choosing Load Background fitim 
the File menu. This time lo^ ihe picture file " Spanish J^ic", also located on the HS.Art 

disk. 

d. You have now created two cards, each with a unique backg^und. To move back to the 
first card, pull down the Move menu, and choose First Card. This will move you back to 
the first card, which has the picture of the world map. 

Step 3: Now you can add some objccis to the first card. To begin with, weH add a small boot 
of lext that tells the Ihc user what you expect them to do. To do that, go to the Objects menu, 
and choose Add a Text Itetn. This is used to add a body of text, as an object, to a c^. It's 
called an object, because when you come back to the card you can move the block of text 
around, edit the text, delete it, and do other actions, indepenfknt of the ^phics background on 
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the caid itself. This is in contrast, for example, to the paim ioois lext entry, where once you 
type something on the card, it becoines a permanent pait of the background. More on that 
later, however. 



a« The first time you add lext, a dialog box will appear reminding you that the box you are 
typing in can be moved and resized as desir&d, and that when you're finished entering text 
you should chck outside the text box. CUck on the Continue button once you've read the 
I message. This box only appears once in any given time that you use HyperStudio, 

Next, a rectangle will appear, that represents the area that you want the text to appear in 
on your card. By pulling the mouse on any ccHner of the rectangle, holding down the 
mouse buttcm, and then dragging the mouse, you can re-si^ec the box to make it Larger or 
smaller. By puuing the mouse on the frmnt or interior of the recmngle, you can use the 
mou^ to drag ihe box \x> a new posidon. Fbr now, position the box in die upper Hgbt 
comer of the world map. and then click d>e mouse anywhere outside the rectangle. This 
tells HyperStudio thai you are done posidoning the rectangle, and lo drop it in thM 
position^ 

bp Now, a dialog box will appear giving you a choice of styles for the text box, and also 
asking you if you want to type text in now, or load a fife from disk. Click on the check 
boxes, if necessary, so thai Draw Scroll Bar. Allow Scrolling, and Draw Rectangle 
Around Text^ are checked; Text is Read-Only should no\ be checked. Then click on 
"Type Text Now^" This will bring up the built-in word processor in HyperStudio* and let 
you type in the window that you've defined. 

c. Type in the text: "The Spanish language is spoken all over the wodd. Click on die 
button i<x one of the countries for an example," 

Step 4: That's it for ^ding the text! Now lei's add a button. Go back to the Objecti menu, 
and choose Add a Button. 

a. The first screen that appears will present you widi a selection of button styles. Choose die 
square button, with the small shadow, by clicking on it with tiie mouse. To add text 
widun die buEon, just type on the line provided. For this button, type "Mexico**, and 
press Return (or click on die "OK" buticw). 

b* The button will now appear in the upper-left comer of the wnrld map^ Use the mouse lo 
position the button just to die left of wheie Mexico is located on die worid map, Cdek 
outside of the button, anywhere on the world map. As with die lext iiem, this "drops" 
the button, and tells HyperStudio you're finished posidoning the bution. 
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c. The next dialog box dial appears is provided io let you choose whai action should be taken 
when iJ»e button is premd. Under "Coimect to: '\ is a list of pebble "targets" dial Hyper- 
Studio will move id when the button is pressed. Smcc we want \hk button to move to die 
next card, the one widli the Spanish scene, cEkk on "Another Ca^d'^ at die top of the 
Connect To iisL 

d. The screen will now clear, and youH sec a dialog txix diat says "Move to the caid which is 
the tar^t of diis button, chck OK when the proper card is displayed.'* The idea here is to 
use die comniands in the Move menu to move to the card dial you want. Choose Ne«t 
Card m die Move menu. You'll now see yonr Spanish scene. Now click on "OK" to idl 
HyperStudio dial diis is where you want io move to when the button is pressed 

e. Tlie next choice ytxi get is what type of visual effect^ or ttansilion, you want when die user 
moves to d»e new card. You've probably seen a number of dicsc uansitions by now, in the 
example stacks of the Home Card. For this ttansition, choose "Fade tq white", and click 
on the "OK" bution (or press Retum). As yoM create your own stacks iater^ youU want to 
experiment with die different traiuitians to see how dicy kx^k. 

r. Once that's done, you're back at die Button Actions section. In addition to moving to 
aiwdier card, you can stiU decide whe^er you want a test score kept ("Test functions"), 
and whether a sound should be played, or an animation (whai available) started. For now, 
just click on "Done" (or pRss "Recum"). 

You could use Next Card in die Move menu to move lo die next card, but you can also just 
use ihe buttoii you defined. Click on the " Mexico" button to move to the Spanish scene, 

h. On diis card, we'll suppose diat you want to set things up so diat when die usta- clicks on 
something in die scene (like die passport, taxi, eic.), diey'tl hear the Spanish word pro- 
nounced. To do this, you'U want to put an invisible bunon over each image, and have the 
button play a sound when pressed An invisible button is used for diosc cases where you 
want to define a giaphic unagc. such as the Home Card Icon, or an aitow, or in this case, 
the passport as a button. It is also used for those cases where you don't want dte user to 
see wheie you're expecting than to click die mouse. An example of this was in die 
"About Computers" example in the Intro stack, where you were asked to click on die disk 
drive. (Look for this stack on die Hocne Card, if you haven't bied it already). 

TTie first item in the picture we'll try wiU be for die passport, in the lower-right comer of 
die screen. Since you're ^gain adding a buuon, go to die Objects menu, aiid choose Add a 
Bnttou. 

I. This dme, choose In viable button, and click on "OK" (or press Itettim), Now. instead of a 
floating bution, you'll see a twinkling rectangle, indicating the "hot*' area for an invisible 
button. Positioning and sizing diis rectangle is done in die same way diat you worked 
with the text rectangle. Use die mouse pointer to df^ the comers of the rectangle to 
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resize it. If yoit hold down die mouse buUon and drag die mouse widi die curscr insirlp 
die rectangle, you can reposition the budon wherever you want. This rectangle will defme 
where die usa: will be able to click widi die mouse to get die same re^t as clicking on a 
button, 

j. Use die mouse Co position (drag) the rectangle over thfi passport. Pressing the mouse 
biuton down widi the cursor in die middle of the rectangle, and dragging the mouse viriU 
move die rectangle. Size the box to just fit around the passport. 

k. As before, to teU HyperStudio you're finished with the rectangle, jusi click outside the 
rectangle somewhere. Youll gci dM same dialog box of Button Actions as before. This 
time, leave die "Connect To:" setting to "No Connection '*, and click on "Play a sounds." , 

]. A new dialog box will appear dial will give you the chdcc as to whedicr you want lo 
record die sound now, or use a Disk File. We've included a pre-recorded voice of die 
Spanish word for passport on die HS,Demo disk. Insert the HS.Demo disk ui ycm disk 
drive, and then click on Disk File to begin the loading proce^ 

m. If die EUes on Ihe HS.Demo dislt are not aheady listed, ciick on the I>isfc button until diey 
are. Then press "P" to highlight die file ^'PassportSpan", and pccss Reium (or click on 

Open), 

n. Af^ die sound has b^n loaded, a picture of a tape recofder will appear. This lets yt>u 
play die sound to see if it is die one you wanL CUck on the Play button on the tape 
player to hear the sound. You can also use the voJimie control to adjust die volume to 
yoiff liking. Chck on die OK" button near die bottom of die screen when fmishcd. 

0. After telling Hyper Smdio what somid to use widi diis buuon. youll be returned to tfte 
Button Actions menu again. The dialog box should display "No Connection^*, a check- 
mark in "Play Sound^ and "No Test Functions". Chck on Done. 

p. The card will now reappear. If yoti now click on Ihe passport, you should hear die 
Spanish word for pas^n! 



Trying It Out 

To try your stack out, choose First Card in die Move menu. Then click on Mexico. When die 
Spanish scene appears, click on die picture of the passport to hear the Spanish word. 
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Saving Your Stack 

Saving a stack is easy. Just choose Save Stack As from the Ftl« rnenu. Since then; b not 
much remainmg noom on the HyperStudio disks for new rdes^ you'U have to save ygur stack on 
your own data disk. If il Is not alr^y m a (Mve, insert your data disk (HS J>aia if you've 
create one as suggested earlier)^ and use the Disk command unti] you see the disk name in the 
iHalog boK.. For rtow, use the name My. Spanish. Once savedi you can run the stack again by 
just re loading die stack, using tJie Open Stack option in the File menu. 



Adiling it to the Home Card 

Alihough yoti can now run your stack by loading it difocdy. lei's see what's involved in adding 
your stack to die Home Caul itself. Basically, whM is required is: 

1) Create a graphic image on die Home Card. 

2) Define an ''invisible button" over tht gr^hic that connects to your stacks 

3) Save the modified Home Card Slack back to disk. 

This process is very easy. To begin, your working copy of the HyperStudio disk should be in 
your drive. Go the File menu and choose Open a Stack, Use die Disk button p if necessary, to 
list die stacks on the HyperStudio disk, then load die Horned tack. 

Step 1: Although HyperStudio has buUt-in painting tools wids which you can create a graphic 
image, it abo lets you use existing graphics tliat you may have from other Apple HGS paint 
programs, such as PaintWorks Gold™. 8/16 Paint™, or odiers HyperStudio also includes its 
own extensive set of "clip-art" thai you can use in creating your slacks. These graphics are 
located on die disk labeled "HS.Arf*. 

a« To use an existing graphic, you can use the Add Chp-art function^ iocated in the Hie 

menu. If the disk HS.Art \& not already Ln one of your disk drives, insert the disk now, and 
dien choose Add Clip-art. If nec&ssary. use ihe Disk button to hst d)e graphic files on die 
HyperStudio.Art disk. Select iht file "Icons^ ipcts^ \o jump lo ihe fil^!), and click on 
Open. 

This nte is a collecdon of gr^hic images like the Home Card Icon^ arrows, and other 
iee^ns youll find bandy. WelL use one of d>e graphics on diis page as die iccm for the 
sample stack you just cceaied. Look in ihe upper-nghl comer of d^ graphics page. In the 
second row, youll see two images of stacks of cards. Let's use one of these as the icon for 
your Slack. 

b. Across the top of the Add CLip-ait window are four icons diat indicate what you can do 
while in this window. The rectangle on ihe left h a selection tool that selects a square 
chunk of graphics from the page. The lasso tool lets you draw a tine around the graphic 
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you wanu and then copies just die graphic, leaving the white background behind Since 
you'ce copying ihe card icon lo a colored (yellow) background, you'll need lo use the 
lasso. 

Click m the lasso with die mouse. It wiU highlight, showing it is now die active tool. 
Now use the mouse to draw a line all the way around the card icoti. It's a rather tight 
squeeze between each of die graphics, so youll have lo draw carefully. If you make a 
mistake, and run into one of the other graphics, or accidentally hit part of the card, don't 
worry. Jusl release ihe mouse bution, and try pgain. When you have successfully circled 
the card icoci, the edges of the image should "shimmer", showing the unage is sckcted. 
Now use the mouse to click on die "OK" icon at die top of die clip-art window. 

d. The clip-art window will disappear, ^d you'll see the image of the card icon floating over 
die Home Cant. Put the mouse pointer over the middle of the card image^ and hold down 
the mouse button while you move the mouse to position the card icon in of the open 
positions on the Home Card. When you get die icon where you want ii, just let go of the 
mouse buttiCffl, and then chck anywhere outside of die icon. The caid icon will then be 
"pasted" onto ihe Home Caitd im^e. (If later you decicfe to erase dug image, you can 
always use one of die paint lools, and paint, in yellow, over the image to erase il. 

e. Last of all, you'll probably want to add a few words undia- die card icon to describe it Ftor 
diis you can use ihe painting tool's "text tool". The painting text tool is different from Uie 
'*Add a Text Item" function in die Objects menu. When you add a text item, it is separate 
from the background, and can be moved around and resized at a later time. The paint 
tools directly alter the background graphic by painting" what you do onto Uic back- 
gromtL For die Home Card* this makes more sense thai cr^dng a text item* 

Use Ihe mouse to select the Tools menu, and chcftose the Text tool. This is ihe icon diat 
looks like the letter "T i>ear die bottom of die menu. The mouse cui^ will now change 
to what IS called an "insertion cursor", indicating HyperStudio is ready to let you type tett. 

Before typuig, you should also know that HyperStudio lets you type the text in any of the 
allowabhj jmindng colors. The labels for the odicr icon* on the Home Caid are typed in 
the dark red color, laiher than black. Use the mouse to open the Options mcn% and 
choose Set Text Color, Choose the ged color square, then click on Ok. 

f. Now position the cursor under the card icon, and a httle to die left of center, and ctSc^ 
ihe mouse. A blinking inserdon point will now af^>ear. Type ihe word^ "My Spanish". 
You don't need to press Return. Now. look to see if the text is where you want iL If noc, 
you can use ihe backspace or Delete key to erase what you've typed, then move die mouse 
cursor and click mcne to die left or right, or up or down, as needed You signal that you're 
finis bed cieating text by either chckii^ the mouse again somewhere else on the screen^ or 
choosing another tool {Uke Ihe browse tool) from die Tools menu. 
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if you're scilJ having tnmble gcuing the lext exacLly whim you want iu you can al^O just 
type the words you want, without woityiflg if they're exactly where you want them. Then 
go to the Tools menu, and sebct d>e dotted rectangle tool Ln the diird row from the lop. 
Now position ihc mouse just a tiule to the left, and above, ihe words you've typed, then 
pc^ d^ mouse huuon and hold it down while you move the mouse to the right, and 
down. 

Use thL^ motion Lo draw a box that completely comaLns your lext ITien release die mouse 
b^non, and tlie lectangle will become a moving line. Now place the mouse in the middle 
of the box (die cuisor will change to an anow). By holding down the mouse butU)fi, and 
moving die mouse, you can "ding" die words to the exact position under die card icon diat 
you want The closer die dotted4ine box is lo die text itself (that is, the smaller the box), 
die easier it wiU be to get die text next id odier graphics widiout erasing pait of Ihem. 
When youVe got ihe next wh^ you want it, chck outside of the hos^ to finish placing iL 

If you want to try drawing a different-sizfid box ^aui, choose Undo £rom die Bdit menu, 
and iiy again. Until you actually diag die sel^ted rectangle, you can also cancel a boit 
that's been drawn by just cUclong outside the box. 



Step 2: The next ^ep is to create an invisible butiDn over \hc card k:on. You've already 
cnsated an invisible button in the earlier example, so this next part should be easy. 

a. Fu-si, go to the Objects menu, and choose "Add a Button", As before, choose the 

"^In visible" button, and then position and size the rectangle so that it forms a box around 
your card iooD. You'U i^bably want it to include the text as well. Then click ihe mouse 
outside the box to finish die placemenL 

b. The Button Actions dialog box will then appear^ This time, you want to "CoQDtct to 
Another Stock..". When you click on this, the Standard Fdc Interface box will appear, 
displaying only the slacks on your disks. If needed, insert iht disk widi your sample ^ck 
saved on it (I^.Daia if you've been following along), and select die fde My .Spanish, and 
press Return. The Standard File Interface dialog box will dien disappear, and youll be 
allowed to select what transition effect you want used when your stack is started. Choose 
whatever seems best to you. After clicking on OK (or pressing Return}, youll be returned 
to die Button Ac dons screen. You could elect to have a sound played as y ou moved lo die 
new stack, but for now, just click on Done (or press Return). 

e. Finally, you'U want to save the new Home Card stack back to yottr working ctjpy of the 
HyperStudio disk. Save this in die saine way you saved dte stack you created earlier. 
Insen die HyperStudio disk (a backup, we hopeO into your disk drive, and dien thoose 
Save Stack As ^om ihe File menu, and save the stack using the name Home.Stack, If the 
list of files for the HyperStudio disk doesn't appear immediately^ cUck on the Disk button 
to switch lo the HyperStudio disk. 
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When you click on Save, a dialog box will appear reminding you diai the stack 
Home.Stack already exists on diat disk. Click on Replace to continue die save process. 

Special Note: In die interest of mimmizing die number of tunes you have to switch disks, 
the Home.Stack has been placed on bodi die HyperSmdio and HS.Dcmo disks. The 
Home.Stack on die HyperStudio disk Is only used when your fiist start up the Hyper- 
Studio disk. After that, control passes to die HS.Demo disk, and it is that copy of die 
Home. Slack that is used from then on. If you want die My.Spanidi icon to ^ow up on die 
Home.Card all die lime, you should save a copy of die new Home.Stack to die HS.Demo 
disk as well. 

If you are using KyperSttidio on a hard disk, you would only have one copy of the 
Home.Stack, presumably m the folder HyperStudio. 



By die way, the diffen&nce between Save Stack As„. and Save Stack related simply to 
whedier you are saving a slack diat HyperStudio abeady knows the name and location of, 
or whedier you arc saving a stack for die first time (or giving it a new name and location). 
When yoti begin a stack widi "New Stack", tt has no name. To save it the fust time, you 
would use Save Stack As.., lo give it a name, and to choose die disk you want lo mvc it 
on. 

However, onoe you've already saved die stack (or if you've loaded it eaiier from disk), 
HyperStudio dien knows the name and locauon of die stacks and you can just use Save 
Stack. This avoids having to re-typc d>e name of die stack every time you want to save it 
If you want to save a current stack under a new name, or on a different disk dian the one it 
was last loaded from, or saved to, you can always use Save Sta;k As,., again. 

Step 3: After modifying die Home Card, you may also want to add die Home Caid Icon to 
your own stack so that users can easily retuni to die Home Card, This is basically just a matter 
of doing die same thing you did to add an icon for your stack to die Home Card, but in leveise. 
In diis case you'll use die Add Clip-art funcdon to copy die Home Card Icon from die Icons 
file, and paste it onto each card of your own stack, {Or at least those where you want die user 
ID have the option of returning to die Home C^.) 

a. L&ad your stack (preaunably named "My^Spanbh"*) from your data disk {HS.Data}- If 
you're stUl on the Home Card, you can also just click on die My Spanish icon diat you 
added a little while ago! 

b. While viewing the fust card, die world map. choose "Add Clip-«rt« fesn die Bdit menu. 
Get the file Icons from the HS.Art disk. If you'ie imsuie of how to do this, review die 
instnictions given earlier about using die Add Clip-art function (or look In the Reference 
section of diis manual, later) when u^g die Icons Tde for die card icon dial was added to 
your Home Card, 
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c. Use the lasso looL to grab whichever Hame Card Icoa you prefer from the upper-right 
cfimer of the graphics page. Click m OK. 

d. Now use the mouse lo po^itbii the Home Card unage in the lowcr-lcft comer of the 
world map background. CUck oulside ihe image lo ruiishing placing it. 

c. Now use "Add a Biitton** fcom the Objects menu, and use the Invisible bution option lo 
define an invisible buttoa over die Home Card Icon. 

f. Select '^Comiect to Anotber Stack***" in Ihe Button Actions dialog bo^, and choose die 
Home^Stack on die HypcrSludio disk as the desiination for your bution. Select a u^nsi- 
tion diat you like, and click on OK. Finally, cUck on Done. (You may have lo put the 
HyperStudio disk back in die drive here). 

Note; Whcjiever you fmish adding a button, die mouse cursor changes to a hand. iTiis is 
called the ''biowse lool", and is required to click on buttons lo make them do somedung. 
The biowse toot can be selected from dw Tools menu whenever you want to use existing 
botlofts to move tiiiough your stack. 

g. Now use the Move menu lo move lo your second card, ihe Spanish scene^ and repeat 
steps "b'' through T lo add a Home Card Icon button to dial caid as welt 

(Do you have Itw feehng diese instructions arc becoming mote brief? You're righil We're 
forcing you to remember what you learned a litde earlier in die hopes that you'll soon be 
self-sufficieni! tf you do forget how lo do a ccftain action, just go back a few pages until 
you fmd d)C detailed explanation of how lo do what you wanL In additkm. you can always 
turn 10 the Reference section of this manual to read how to use any panicuiar oommand,) 

Finally, save your stack (My. Spanish), widi ihe changes you just made back to your data 
disk (KS.Data). You can use Save Stack in die File menu to do diis. 

Now you should be able lo use your own Spanish stack from die Home Card whenever 
you want! 



Where to Go From Here? 

You've now successfully gone Uirough die basic steps to creating a stack. HyperStudio offers 
many mot^ options in adding uiformation to cards, conirolhng what happens tMi each card, and 
much more. Each avaitable function is described in the Referents section diat follows. 

Bixause ihis Information is jHCsentcd more by function, rather dian in a tutorial, you will find 
that the best way to use die infocmation is to first browse through the testt to get an overview of 
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what functions ai^ availablCn Then, when creating your own stacks, you can refer back to just 
dKSse sections thai are rclcvani to what you warn to do* 

HyperStudio is designed so diat the manual is not absolutely required to perform the most- 
common activides. However, there are advanced features that you will find this manual 
helpful in understanding. In addition^ there are odier utilities provided on the HyperStudio 
disk, such as Sound Shop. Sight n Sound, and Sound Browser, thai are described after the 
Reference section. 

When in doubt, jump righi in and EXPERIMENT! As long as you're using backup disks of the 
HyperStudio software, you can't hurt anything by trying things. If you ihink a certain 
combination of actions might be useful for what you want to do, just try it. HyperStudio has 
been designed to be as intuitive as possible. If aJl else fails, however, feel free to call our 
Technical Support department, weekdays (M-F}, fiom 9:30 am, to 5:30 pm. (PST). 
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HyperStudio Reference Section 

This section describes each of the menu Liein^ in ihc HyperStudio authoring environmenL 



File Menu 

Thii menu lelates m !he various file-, and thtis. disk-rchied activities lelated to a st^k. Many 
commands in not only the FiJe menu, but other functions of HyperStudio, will require your 
idienUfying a file on a disk to load, or a name and location for the saving of a fik. Virtiially al 
of these operations will be done with something called die Standiwd Fik Inttrfact. 

The Standard File Interface wUl appear whenever a file is loaded or saved, and it works by 
presenting a dialog boJi with a list of various fdes on a disk, a»d buttons wiJh which to exam- 
ine ocher disks and open folders. Finally, it determines a specific file to access by either your 
clicking with the mouse on the fiknsme you want to load, or your direcdy entering the name 
to use for saving a Tde. 

When the file interface is fust presented, it always starts by showing the relevant files in the 
directory in which the HypcrSlutUo application was located. There are four buttons lo the right 
of the filename window. The Disk button shows you the main directory of any other disks that 
are in other drives in ye^ computer. If you want to put a different diskeite m a drive dm was 
just displayed, simply replace the diskette, and clkk on Disk. You can also press the TAB key 
as an equivalent keyboard command for the Disk butticHL 

If a file is highUghted, either by chcking on its name with the mouse, or by using the up and 
down anows, yo*i can click on Ope«i to kiad the file, or you can just press die Return key. If a 
folder is selected (highlighted), then choosmg Open will open thai folder, ^d show the files 
within that folder. As a convenience feature^ if you press die letter keys on your keyboard, die 
file selector will automatically go to che first file in the current list that begins with that letter. 
From there, you can use ihe arrow keys to select a particular file. 

If you ai? viewing dw files in a folder, and wish to "beck up" one level to die pcevious dila- 
tory, click on the Close button. You can also press the Escape key. 

Finally, if you should be presenied widi die file interface, and deckle you want to cancel die 
operation, simply click on the Cancel buUoTL There is no keyboard equivalent for die Cancel 
button. 

When e?(amining disks, note diat not all files will always be displayed. If you are loading a 
sound file^ for example, only sound files and folders (subdirectories) will be shown in the 
filename window. On die other hand, if you were loading a pictufc. only die graphics file- 
names would be visible in die window. This is so that you do not have to k»k through uru^ 
lated files while se^hing out the one you want 
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When a file is saved, all the files in die current directory are shown tn dimmed texL This is so 
that you can see which fUenanocs are already used when entering a new name. 

New Stack: This option erases whatever stack is cuuently in memory, and begins a new one. 
If you have nol saved whatever is in memory smce you last made a change, a dialog box will 
appear asking jou to confirm your request to start a new stack. 

Open Stack: This is used to open a stack diat aheady exists on the disk This can be a stack 
you created yourself, or it can be a stack created by another person. When this menu item is 
chosen, you can indicate Ihe stack you want to open using die Standard FQe Interface dialog 
box dial wDl be presented. Once loaded, a stack can eidier be directly used, or you can edit die 
stack, adding or deleting more cards andA^ objixts as you wish. 

Save Stack and Save Stack As«*: These are used to save a copy of die current stack m a 
disk. The very first tin^e you save your stack, youll have lo give it a name. This is done using 
die Save Stack As... command. Until a name is given die stack, die Save Slack command wiU 
be disabled. 

When Save Stack As„, is chosen, the Standard File Interface is presented, but diere are some 
addidona] functions present, as compared to a Load command. The most important item is die 
box at die bouom of the window where you should enter d» name you want used when die 
file is saved on your disk A default name of ''New .Stack" is presented, but you should enter 
your own fdename. The second new item in diis dialog bojt is die buaon New Folder, Just 
below the Disk button. This lets you create your own file folders, while youVe saving ihe stack 
itself. 

To create a new folder, enter die name of the folder yon want to tatA^ in the edit-box at the 
bottom of die window. Then click on New Folder, A new folder of that name will be created. 
You can then open this folder up, and save your sts:k in it if you wish. 

Once the computer knows the name of die stack in memory - either because you have us«J 
Save Stack As. .. or because you loaded an existing stack from a disk - die Save Stack menu 
item can be used. When Save Stack is chosen ^ HyperStudio immediately saves a copy of die 
cinrent stflfCk in memory U) disk using the current name. 

Load Background: In HyperStudio, each card can be thought of as a background graphic 
over which various objects art^ placed. Even a blank card has a background - a white one. On 
eiich background can be placed graphics, text, or buttons. The background itself is generally a 
common framework on which Ihe objects on die various cards are presented. 

For example, a stack which made up an address book might have a backgr lund for each card 
lhat looked hke a file card. A stack could also have a lackgroEind that suggested the pages of a 
book. Backgrounds can contain graphics that add to die visual appeal of die cards, or die 
background can be a solid color. Aldiough some stacks you create or see ^t.H probably have 
one background for the entire stack, diis is by no means a requirement A stack can have as 
many differenr backgrounds as you like. 
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The Load Background cocimiand loads a 640-mode, Super Ki-Rcs Fdcturep atid uses that 
graphic as the backgnnrnd for ihe currait card. A background can be edited using ihe paint 
tools (see the Tools menu). Whenever you crtass a new card {see New Card in die Edit menu). 
HyperStudio wilJ automatically copy just ihe background of ymir cum^t card onto tlie new 
card. TTus is because, in many cases, you wdl want to repeat the same background on many 
differeni car<is. If you do want a differeni background when creating a new card, you can just 
load a new b^kgrmnd, or use the Erase BacfcgrEmnd ^dil menu) command. 

HypcjStudio does not actually duplicate die background when creatiiig a new card. Instead, It 
just uses die background from the one card for die others. That is, the same graphic is used 
when displaying all the cards wiih diat background. This has Ok advantage of using only a 
fixed amount of memory (that used by the first back^imd) for as many cards as you wish. 
Whenever yoii load a new background, or draw on the current ba:kground with die paint tools, 
HyperStudio aims iMs into a new background, and more memory is used to make room for die 
new background. Solid color backgrounds use much less memory dian complicated graphics. 

When you are creating your stacks, uy not to repeatedly load backgrounds. You will use for 
less merTK)ry for your stack if you first load a single background, and then create all the cards 
thai use that background widi die New Card command. Then create ilie cards diai use a 
differcrvt background. If you do have to switch between backgrounds as you create new card^i 
try to copy and paste existing cards, mdier than loading new backgrounds. 

Save Screen: Aldiough you can use S/16 Paint, Paintwmks Gold, DcluxcPaint n, Graphics 
Shjdio, or vinually any 640-mode, Super Hi-Res drawing program to creaic backgrounds, you 
can also use \ht binlt-in paint tools of HyperSmdio, The Save Screen command saves whai- 
ever is cuncndy on die screen as a Super Hi-Res picture. Once saved, die image can dien be 
used as a background or graphic in odier cards or slacks. Because the files are saved in a 
standard format, you can also go back and forth between your favorite paint program and 
HyperStudio as often as you wish using die Load Background and Save Screen commands. 
Screens can be saved widi graphics, buttons, text, etc. eidier visible or not; as you wish. (See 
Hide Items in the Options menu). 

Add Cltp-artr The HyperStudio. Art disk contains a number of useful gtaphic Images dial you 
may find useful in creating your own stacks. In addition, you may have your own coUedlon of 
icons, button images, and smaU graphics that you would Uke lo use on cards b* your stacks. 
The Add Clip'Art function is provided as a way for you to copy a poftioci of a graphics screen, 
and paste it onto die background of a card you are working on. 

When you choose Add CbpHari, you will see die usud disk fde interface. Use this to display 
die file names of 640-mode graphic images thai you have on disk. After selccdng a file, a new 
window will open displaying die graphic page* 

Across die lop of die Add Oip-art window are four icons that indicate what you do while 
in diis window. The icon tsi die left is a selecUon tool d^ sele^is a square chunk of graphics 
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from the page. The lasso tool lets you draw a line around the graphic you want, and then copies 
just the graphic, leaving the white background behind 

If you make a mistake while selecting a graphic, and run uito one of the ocher graphicSi <y 
accidentally hit part of what you're Dying to capture, don't wtsiy. Just release the mouse 
button, and try again. When you have successfully selected your image, use the mouse to click 
on the "OK** icon at die ti:^ of the clip-art window. 

The clip-art window wiU disappear, and you'Q see the unage floating in the middle of the 
current card. Put the mouse pointer over die middle of the unage. and hold down the mouse 
button while you move die mouse to posidon ilie graphic where you want iL When you get the 
gr^hic where you want it^ just let go of the mouse button, and then click any whcie outside of 
die imagCn The graphic wiU dien be "pasted" onto the background. 

Choose Printer: Use diis to choose what type of printer HyperSttidio wiU print to. The moat 
common sctttp is for an ImageWriter printer, using the Printer Port, widi EHrect Connect 
highlighted. If you're not using AppleTalk, the User Name field isn't required. 

Page Setup: This is used to specify odier details about how you want HyperStudio to print 
things. When you choose Page Setup, you can set which type of paper yoiu printer is using; 
whether things are printed vertically or harizoiitally on the page; print sizing; and whether lo 
reduce the printed image. The default settings are for standard US Letter size paper, Normal 
vertical sidng and vertical printout. The printer effects check bones are normally clear, widi no 
50% reduction and normal gaps between pages. 

Print: This is used when you want HyperStudio to print eidier tJie current cajid. all die cards in 
die stack, or just die cards in the "back ' lisL When you choose Print, dw first diing youH be 
asked is what card layout you want on each page, and what range of cards you want to priiiL 
You have die choice of printing one card per page, or printing the cards full size (two cards per 
page), or half-size {four cards per page). After choosing the layouu die standard print dialog 
box appears, where you then choose how many copies you wanL Ignore the options for which 
cards you want to print, as diis has aheady been selected in the fu^ dialog box. 

The printing process can be cancelled at any time, by pressing Apple-period during die print- 
out. 

Quit HyperStudio: Choosing diis closes the current stack, and returns you to die Finder, 
Program Launcher, DeskTop, PUiSel, or whatever progiain launcher you used to sttut Hypcr- 
Smdio. 
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Edit Menu 

ThU menu is used to cut, copy, and paste the objects on a paitkulflr card, pans of tiie back- 
ground. Of even entire cards. 

Undo: Ihh is used whenever you change your mind about certain editing actions. For ex- 
ample, if you cut a button from a card, and dien change your mind, you can choose Undo^ and 
the button will be put back as it was before the cut. If you paste a graphic onto the wrong card, 
choosing Undo takes the graphic back off. Undo only levei^ the very iasi action, and tKJt all 
actions can be undcaie. 

Cut: An object Cgr^bic, text or button) is cut by selcaing the object with the edit tool (the 
pointer - see the Tools menu), and then choosing Cut from ihe Edit menu. Once selected, you 
can also press Apple-X on the keyboard to do a Cut. The Cut function removes the object from 
the card, and places it on die clipboard. The clipboard Lst a lerai used to describe a temporary 
memory buffer where diing^ arc held while you decide what to do with them. The clipboard is 
used with the Cut^ Copy, and Easte commands to move objects from one card to another. 

Once Cut, the object remains on the clipboard untij you either quit HyperStudio, or until Cat 
or Copy is chosen again from the menu. 

In addition to objects* you can also cut portions of die background fof pasting to anodi<^ 
location. Use the lasso and selector bonis Cfi^ls mejiu) to select die area to be cut, copied, or 
cleared (eneacd). 

Copy: Copy is identical to Cuu excqjt that die origLnal object is left in place, and a copy of 
the object is placed on the clipboanl. Pressing Aprple-C is equivalent to choosijig Copy front 
menu. 

Backgrounds can be copied from one card to another, and this is the prefened way of using the 
same badcgroimd on two different cards in tho^ cases where the second card is not created 
directly from dte fiisL 

Portions of the background can also be copied usin^ the lasso and sel^nor tools in the Tools 
menu. 

Paste: Choosing Paste frt>m the Edit menu places a copy of the ohject on the clipboard onto 
the current card. Once pasted, you can use the mouse to position the object, or portion of the 
backgrotmd. In the desired position. Clicking the mouse anywhere ouisidc d^ palled object 
"drops" the item in \ht current position. Apple- V is the keyboard equivalent of the Paste 
command. When a card is pasted, it is always placed at the end of the current stack. 
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Ciear: This is used lo delete an object without copying it lo the cliplK}^. To delcie an object, 
simply click on it once with ihe edit tool (pointer - Tools menu). When die object is selected, 
choose Clear from the Edit menu, or press the Cle^ (or Delete) key. 

New Card: TTiis is used each time you want to begin a new caid in your stack. Each time New 
Card is selecsed. die background of die current card is used for the new card. Any objects on 
Ihe current card arc not copied. 

Delete Cards This is used to remove a card from the stack. Note thai diis must be done with 
some care, particularly in diose cases where buttons on other cards in die s^k are linked lo die 
card you are about to delete. Because diis would leave diose connections on odier cards widi 
no destination. Hyp^a^Siudio warns you if die card you are about to deleie is pointed to by any 
odier cards. At dvat point, you'd have the choice of also deleting die butlcms on odier cards dial 
point to the card about lo be deleted, or leaving them in place. If you leave them^ and you 
delete die card anyway, Ffypcf Studio will mark diose buttons as tmresatved, tiiai i^, they are 
buttons that no longer have a destination. 

Any visible button diat is unresolved is indicated by being shown in red on a given canL This 
is to make recognizing unresolved buuons easier. You can dien go through your stack, and 
rasily recognize cards vddi unresolved buttons, editing die buUons as necessary for die proper 
operation of the stack. 

Cut Card; Ihis cuts the enlire card id die clipboard, widi die csp^tation diat you will pasl^i 
die card into anodier stack, or perhaps at die end of die current siact The card wiU remain on 
die clipboard until you choose cut or copy again from the rnenu. 

LUce Clear, if you cut a card diai is pointed to by other cards, and do noi pasie it back into die 
stack, any unresolved buttons wilt thereafter be displayed in toI 

Copy Card: This is identical to die Cut Card function, except diat die selected card is not 
deleied from die slack. The two immediate consequences of diis are diat, ftrst, diere is no need 
to worry about unrcsolval buttons on odier cards, since the original card remains. Second, the 
copied card, if posted, is not pointed to by any exisiing buuons, since it will be given a new 
card number. 

Erase Background: This erases die current background to one of die 16 colc*s on die 
HyperStudio palette. See Set Ba;kgrownd Colors* in die Options menu. 
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Move Menu 

This menu make^ U easy to move aronmd in a HyperStudio slack. The commands are as 
follows: 

Back: Selecling this takes you back, one caid at a time, llnough the hsi 16 cards viewed. 
Thb makes it easy to return to a card you viewed recently. This is different dian the Previous 
Card choice below. Back goes back throi^gh the cards in the order you viewed ihem; Previous 
goes to the card diat is physically in front of the curreni canL 

Home: The Home Card is a significant point in the HyperStudio system. Tt is a "home base" 
from which different stacks, and even applications, can be used. Whai yoti quit a given stack 
or application. HyperStudio wiU always return to the Home Cand. 

Many stacks aJso have Home Card icons on various cards. Clicking on die Home Card icon 
also returns you to the Hon>e Card. 

First Card: Choosing this lakes you io the first cani in die current stack. 

Previous Card: This lakes you to the previous card in d>e current stack, if you are already on 
the first card in ihe sta£;k, choosing this takes you to the last card in the stack. This is Cfklled a 
"wrap-around" effecL Note that both Previous and Ne^t Card functions go to the card ^>cci^ed 
in terms of tts podtion in the stack, not tlie order the user viewed die cards. 

Next Card: Tliis t^es you to the next card in the current stack. If you are alieady on the last 
card in the stack, choosing this takes you to the first card in the stack. 

Last Cardt Choosing this lakes you to the last canl in the stack. 

Fmd...: Choosing this opens a window in which you can type a word or phrase. When yon 
press Return, HyperStudio will search through all the text items in tiiat stack for the search 
word(s). Note that HyperStudio searches from the current card forward. If yon want to search 
the slack bmi tfie beginning, be sure to remember to move to the Fust card before beginning 
your search. 

When you do your search, you wiU have the option of searching just the changeable or fixed 
text fields on each card. You can also choose to search both. The difference in these types of 
fields is described in die section on the text item tool. 

Once the search has begun, you can search to die next occur^e by pressing Shift-Apple-F. 
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TTie tools menu is an icon-b^ed menu widi two major groups of trxils. The upper group of 
icons represent majof editing tools for screen items such as Ihe icxt, graphics, and button 
objects. The remaining tools are all paint tools, used when edidiig the graphics thai mate up 
the current background. 

Brnwse (hand)r While editing a stack, you may want lo click on a buQon to verify its action, 
or to move to another card. Selecting thb! too] gives a hand icon that is used to activate a 
bution. This is the default tool when HyperStudio is started up^ and die Home Slack is baded. 

Button: TTiis is used to highlight invisible buttons for editing, and lo move or rcsbjc both 
visible and invisible buttons. When you choose die button tool, aE invisible buttons will be 
shown surrounded by rectangles. You can then tise d^e button tool to click on a particular 
button to select it for dragging to a new position^ or a cut^ copy, or delete action. Selected 
buUons can be resized! by dragging die comers of the button. 

When a button is selected, you can choose Item Info in die Objects menu lo get a description of 
the button, or to edit the butu^n name and ^prarance if you wish. 

Edit Toot ([Miinter): This tool is a combination of all the specific edit tools (button, graphic 
and Ecxt) used to select items for editing. Once selected, die item can be moved, edited, cut, 
copied or deleted. Once a given item is selected, yokt can also use the Item htfo funcboci in tte 
Object menu for information about diat object. 

l-n general, the editing rules are as follows: 

To Re-Position an Object: First, click on the item to select ii_ Then, put. the cursor over 

an item, hold down the mouse button and drag the mouse to 
move the object to die new position, buttons and text 
oibjecLs, the object can be resized by dragging die comers of 
the rectangle of the object Clicking anywhere outside the 
window places dte object in its current position, and dese- 
lects the objccL 

Tu Edit an Object: When an object has been sclocied by clicking once on it, it 

can then be cut, copied, or deleted with the apprc^riaie 
option in the Edit menu. 

If you want to edit partiodar atiribuuss ^ Ihe object^ such as 
the name and appearance of a particular button, etc,, you 
can select it widi die edit tool, and dien choose Item Info in 
the Objects menu, and make related choices from there. 
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Picture Tool: Choodng this icon will activate the toot thai will let you edit s]l the graphic 
objects on the current canL You can use the picture tool click once on a particular graphic 
itein 10 sdect it for resizing, dragging to a new position^ or a cul, copy^ or <lelete action. 

If you seJeci the Ibem Info dialog box for the graphic (sec the deschpiion of Item Info in !he 
ObjecB menu), you can change the border type using the same dbJog boxes and conuolA as: 
were used when the graphic item was first added lo the card. 

Sound Tod: This icon shows a speaker, and is used to highlight all those in viable buttons on 
die current card that have a sound atiached to them. 

Afto* all Ihe Invisible buttons with sounds have l?een highlighted, clicking ofice on any of Ihem 
selects that butlon for dragging, or cut^ copy or delete actionSn Choosing the Tlcm Znfo dialog 
hox for a button (sec the description of Item Info in the Objects menu)* Jets you can view and 
edii die button name and appearance. 

Text Toob Choose this to display all text items on the cuirent card. Use the Text tool io click 
on a pinticular item to select i£ for resizing, dragging, or a cut^ copy^ or delete action. 

If you want to edit tbc text in a text item, use ihe brows; toot, and click on the il^m. When 
using the Text tool, you can choose Item Info in the Obj^:L5 menu if you want to make 
changes, to the overall appeaiance of die text item, or change whether it is a fixed or 
change^le text block. Noie that disk-based (extended} text objects are always read-only. 

Paint Tools 

The remaining tools In ihe Tools menu are used for editing ihe backgimind graphic image. 
Although dve images in graphic objects cannot be edited dirccdy, you can load any 540-mode 
Super Hi-Res screen as a background, edit it with the paint tools, and then save the screen. 
The^ saved images can then be used as either a background or a gr^)hic item. 

The paini tools are as follows: 

Sel^tor Tool: This is used to select n rectangular area on the screen lo be cut, copied, or 
moved by dragging. When the selector tool is active, the cunor changes to a cross-haiTn An 
artsa is selected by pressing the mouse button, and then draggmg the mouse with the button 
held down. As you move the mouse, a rectangle wiU indicate the area to be selected Wbcti 
you release die mouse button, a blinking dotLed line shows die selecicd area. You can then 
choose Cut or Copy from dte Edit menu. Cut and Copy each put die graphic imagie on the 
clipboajd. after which it can be pasted on the cunent card, Of any other card in die slack. If Cut 
is used, the selected area is replaced by whatever color is under the upper-left comer of the 
rectangle. 
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If you want lo move the selecicd area, simply move die mouse inside die rectangle. The cm^r 
will change to an arrow. Then hold down die mouse button while you drag die mouse. When 
you release the mouse button, die image will be placed at diat location. The area underneath 
die moved rectangle is replaced by whatever color is under the upper-left comer of die rec- 
tangle. 

If you change yoiff mind about the area you have selecicd, clicking die mouse once outside the 
selected mea removes the selection bos. You can also click inside die selected area to deselect 
it, but you musi be careful not lo move die mouse as you click die button, odiaNbdse die region 
may be moved as well 

Lasso: This is similar to die Selecinr tool, but is used to outline an image on a solid-colored 
background. After selecting die Lasso tool, you draw a free-hand line around die object to be 
selected. When you release ihe mouse butlon, the color under die cursor when you sianed the 
hisso is used as the background color, and only parts of the image different &om that back- 
ground are selected widi an outline. 

Once selected, Ihe item can be Cut, C^icd. or moved, just as you would with the Selector tool. 

Pencil; The pencil is a Rne-line drawing tool that draws a linee-hand line in whatever The 
currently sclccied color is. The curreni color is chosen from d« Colors menu. With diis aid the 
odier drawing lools, if you change your mind after drawing a tine, just choose Undo in die Edit 
menu. You can only undo die very last drawing action. 

Painlbmsli: This tool is like die pencil, but it can draw a variety of line widdis. Tbc brush can 
also have different shapes, which can be used to produce different effects. 

The brush shape is chosen with d^e Bmsh Shapes item in ihc Options menu* The cmrenC brush 
color is set tising the Colors menu. 

Eraser: This is a handy way to erase an area erf die screen. It is really equivalent to drawing 
wilh a rectangular brush using die color cunendy set by the Set Background Color option in 
die Options menu. 

Line Tool: This is used to draw straight lines in die cuireni color. Lines are drawn by just 
pressing the mouse button at die point where you want the line to begin, dragging the mouse to 
draw the line, and dien releasing ±e mouse button where you want the hnc lo end. Notice that 
while die mouse button is down, you can reposition die end of die line anywhm you want 
until the mouse button is released. 

The width of die lines being drawn can be change! using the Line Size function in die Options 
menu. 
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5pniypalnt Brush: This tool paiiLts a scattered panem of dots in the current color. By moving 
the patlem over an existing image, you can create variatitms in shades, or just add intent to 
the oveiall panem. 

Rectangle: This draws a rectangle in die curftnt color, widi a border of die current line widdi. 
Press die mouse button to start drawing, and release die button when die rectangle i$ die 
desired size. 

You can also draw a solid rectangle by choejfjing the Draw Filied item in the Options menu. 
When this is active, there is a checkmark nejtt u> the menu item, and the rcctangie tool will 
draw solid rectangles in the current color 

Rounds Rectangle: This is identical to the rectangle tool, except that the rectangle drawn 
has rounded comci^. As with the rectangle tool, the shape is drawn using the cuiient color and 
line width. If Draw FtUed is active, a solM shspe is drawn. 

Filli The tool ico^ for dds represents a paint can pouring |^nt. Thi^ is used to fill an euclo^ 
region with a solid color. The active part of the fdl-cuisor is die veiy dp of the black area on 
the cursor that represents the paint pouring out. The fill also uses die current color. The main 
dung to be careful of when using die fiU tool is to make sure that diere are no "lealcs" in die 
area you are about to fdl. Howeva^, in ihe event the fill does cover a larger area than you 
intended, you can choose Undo to testore: die original image. 

Oval: This is similar to die rectangle tool, except diat it draws an oval shape in die current 
color and line width. When you first press the mouse button, that point fepresents the upper 
left comer of an Imaginary rectangle that contains the oval being dmwn. The point at which 
yoit release the mouse button represents the lower right comer. If you want a solid oval^ use 
die r>mw Filled item in die Options menu. 

Freehand Shape: Hits tool draws a closed free-hand shape using the current color and line 
widdi. When you release the mouse button, a final line will be drawn from die end point to the 
starting point, if you have not already closed die curve. If you want a solid shape, use die Draw 
Filled item in the Options menu. 

Text: This is used to add text to the background image. This is not the same as adding a leM 
iteml A text item is an independent object that can be moved and edited at any time. The 
painting text tool, on the other tiand, simply prints the text yon type on the screen, at which 
point it becomes part of the background. 

When you choose the text tool, the cursor changes to an 1-shaped cursor. To type text, position 
the cursor where you warn lo start typing at, and click the mouse once. The positioning cursor 
will tlien disappear, and youH see an insertion-cursor at die point where you are typing. 
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TTie coksr of die text is conutilkal by die choice set in the Set Text Color function in the 
Opdons menu. This will generally look best if die color is simply hlack or white, but will also 
depend on the background color as well. While you are typing, you can use die Text Style item 
in die Options fmm to change the type style of the text diat is being entered. However, once 
you cUck the mouse in a new location, or choose anodier paint tool, the text will be merged 
into die background image, and can no tonger be changed. Note: When typing text on a 
b^kground diat is neither black nor white, larger text sizes (see die Text Styles... choice in die 
Options menu) will produce better results. 

Magnifying Glass: This is a special mode for magnifying Uie image within a given area on 
the background, and aEows you to edit die screen ik)ts pbEcl-by-pixel. This is also sometimes 
called either a ' fad>its" or "zoom" mode. 

When you first select diis item, a rectangle will appear on the screen diat represents the area to 
be magnified, Use die mouse to position die rectangle over the area you want to examine, and 
dien click the mouse button. You will dien see a magnified image, with a normal view of die 
same area in die upper left comer of die screen. The paint tool at dial point is die pencil, and 
you can re-diaw any point you wish in the current color. 

You can use die Colors menu to change colors. You can also "pick up" a cok)f from the current 
magnified view by holding down the Apple key. and clicking on die new color. WhUe you are 
in die magnified mode, if you want to scroll the screen, you can hold down die Option key. 
The cursor will change u> a hand, and dragging the mouse will move the m^ified image in 
the same direction as the mouse movement 

Using any other paint tool, or clicking the mouse in the nonnal view window will exit the 
magnified mode, and return you to a nonnal view. 

If you have used the magnified mode once already, then sek^ting it again will automatically 
start the selecting rectangle at the old posidon. aldiough you c^ still move it to a new position 
with the mouse if you wish. 

Polygon: This functions tete you draw a closed polygon shape, using the current color and line 
widdt. When you rekase die mouse button, it will complete die shape by drawing a final line 
from die end point to die starting point, d necessaiy. If you want a solid shape, use die Draw 
Filled item in die Options menu. 



Page 37 



Reference 



HyperStudio 



Objects Menu 

TitLs menu ts used to add and edit objects on a given ca^. It also provides inromtation about 
the memory osed by the current background, card, ^tack, and a given objecL. 

Item Info: To use this, fir^t select an object on the current card^ using eLdier a ^rccific tool 
(like the buttons ^ lext* or graphic tool), or the edit tool {the pointer). Then choose Item Info 
from the Objects menu. Depending on the aaual Item you have seledAd^ the information 
reported will be: 

Button Info: This reports die name of the button. Even invisible buttons can be given names. 
Whatever text is entered on the cdit-lLne whai the button is created is used for the button 
rtanie. Names ^ not only used for visible buttons h but are written out to die disk as part of the 
HSTesLResults fde for both visible and invisible buttons, if the given stack is a lest function 
stack. The dialog box also provides an easy way of changing the button style. 

There is also an entry for "Bution ID", The valiie for Button ID is a numbea- used by 
HyperStudio to keep brack of all the buctons in a given stack. It is provided for reference onty^ 
and Lt b unEkely thM yon wdl ever n^d to use it 

Buttons actions caimot be directly edited (since redefining the acdons would take jusi as long 
as creating a new one); to change a button action, use the Button tool to select and delete a 
button. Then create a new button to do what you want. 

Text Info: This dialog box teUs you whether a text Tield is scmllable or not, whedier a scmH 
bar will be drawn for the text item, whether the text is read-only (not changc^lc by the user), 
and whether a &ame wiU be drawn aroufM^ the text item. Which features you use wilJ depend 
on the nature of a given text item. For example, if you were creating single^Iine entries, mch 
m an address book, etc., you would want each field to be non-a^Iling, without scmll bars or a 
frame. 

Graphics Info: This reports whedier a given graphic Uem is embedded or di^-based, how 
much memory it uses, and lets you change the border size. 

Card Info: When (Ids is chosen, a dialog box appears that id^tifies the petition of the 
cun^nt card in die stack, how many butlons. sounds and graphics are on that card, and how 
much memory is used by that card. The memory'required value is ]d the nearest IK^ and may 
read "0" If the card uses less than 10(X) bylieiJ of memofy. 

Background Info: This displays a dialog box that shows how much niemofy within the stack 
^e current background use^, and how many cards in the stack use that back^und. Note that 
backgrounds are always contained within the stack itself. When die background is stored in die 
stack, it is compressed to minimize the amount of memory required. 
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Also, when a new stack h created, die background memory use wdl read 32K until the next 
card is created, or the stack is saved Once compresjsed. Background Info will display the 
correct value. 

Stack Info: This displays a dialog box dial provides infomiatian about the entire stack. 
Information shown includes die size of die stack itself in memory, how many backgrounds are 
used by the stack, how many cards aie in die slack, and other useful facts. 

Bring Forward: Use this when two objects overlap, and you want the selected item id be on 
"top". Not all objects can be arbitrarily stacked. For example, text items are always "m fiont" 
of graphic items. Items of the same type can be adjusted relative to one anodier. 

Send Behind: Use dus when two objects overiap, and you want the selected item u> be on 
"die bouom ". 



Adding Objects to a Card 

Add a Autfon: Choosing tiiis menu item teUs HyperStudio that you want to add a new button 
to the cnrrcni card. When chosen, youll be shown a dialog box ihai lets you choose torn 
among different button designs. At die bottom of ihc dialog box is a line widi a blinking 
cursor. This is where you can enter any text tiiat you want di^layed widiin a visible button 
when ii is displayed on die screen. If you dont want any text on the button, just leave tiiis field 
blank. After you have chosen tiie button style you want, click on OK. 

The fu^ time diat you add a button. HyperStudio wiQ remind yoa to position the buoon and 
then click outside tiie button when done. Click on "Continue" after reading thb dialog box. 
You can use die mouse to dnag die button to whatever location on die card you wish. When 
you have placed die button where you want it, click anywhere outside of die button to "dnap" it 
at the current position. 

If yc^ have selected die "Invisibki^ button, youll get a dieted line rectangle indicating die **hot 
area" for diat button. Use die mouse to position the rectangle over whatever portion of the 
screen you want to act as a button. You mi^t, for example, put a rectangle over a picture of an 
arrow to use as a button. When positioned, click anywhere outside of die rectangle. You can 
resize die button area by dragging any of die comers. 

Button Actions: When you have positioned either the standard or invisible buttons, the next 
step is to specify what action you want taken when the button is activated, A dialog box will 
appear tiiat has two major groups: 

Connect To... This allows you to specify where to branch to when d>e button is activated. TTie 
choices are: 
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• Another C«rd; Choosing this will cxsimect the button to tuKXher in the stack. When 
you select this, youH be temporarily leturned to the correni caiiJ. artd a window will be 
displayed that says "Move to the canl thai is the target of this bptton. Click OK when the 
proper card is displayed. You can now use any of the usual HyperStudio Move nienu 
commands, (c3ir even exJsting tnittons on a card), to move to anodier card in the stack. When 
yoii fiiKi the card you want the button to connect to, just click the OK button. You cannot 
connect to a card in another slack. Use Connea to Anodier Stack for thai 

■ Next Card: This will automatically link the button on die cuneni caid to die next card in die 
stack. Note dmt this connection is ^)ecifically to die nexi card- That is. if at some point in die 
future you delete the target of this button, dus button will not go to ^ new "^ncxt card", bui 
win be unresolved ^ince its actual target card is gone. 

• Previous Cwd; This is simibr to Next Card» but instead creates a link to whatever card is 
cunendy in front of die cuneni caid. 

• Another Stack: You can also connect s button to an endiely different stack. When you 
choose diis item, you'll be presented widi the Fde Interf^e. widi which you can specify die 
stack tliat you want to move to when dial button is ecdvatcd. There is no particular Umitation 
on the destination stack. That is^ you can specify slacks in other directories, or even on other 
disks. If dw required disk or directoiy cannot be found when the buiion is pressed. Ihe user 
will be prompLed to locate the required files. 

Note: HyperStudio always looks first in the current directory for a givcji stack, gra^ic, sound, 
application, or any disk-based item. Thus, you cannot connect to another slack in a different 
directory if a slack wiih the same name exists in the same directory as die active st^k. Also» if 
you have a slack or application in one folder, and then move ii, the connection will no longer 
work because the target has moved. One way around this is to put ihe target stack or 
application in die same folder as (he branching stack. Then die connection wdl always wofk» 
no matter where die total group of stacks and applications is located 

• Connect to Application: A burton can also start an application. Pot example, you could 
have a buUon start up AppleWorks, or any other application. When diat application quits, it 
will automatically return to HyperStudio. The application to be run is select with die File 
Interface, After you have selected the application, a dialog box will appear ihai asks whed^er 
you want to return to the current card, die first card in the ctment stack, or die Home Card 
when die apphcation finishes. You can also elect to not return to HyperStudio at all, but radier 
whatever program selector was used to launch HyperStudio, for example* die Finder. 

Transilions: In each of ihe Connect To... actions, you also have die choice of a visual effect, 
called a imnsitien. A transition is a special screen effect that makes the movement from one 
card to another more visually interesting. After choosing EHie of die above items, yoti also can 
choo^ one of 16 uansition eSects. The fastest transition is the default one, labeled, coinciden- 
taUy enough. Tastes^^ Od^ effective transitions are die fade-to- white and fade-to-black. In 
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addition, diere are what aie called screen wipes, which change one screen uito another widi an 
inierestmg effccL The best way to understand whal U^ese do is lo experimem with diem. 

Actions™ When a button is pressed, iheie are actions odier dian (or in addition to) branching 
to anodic card, stack or ^plication, dial are possible. These choices are also indicated: 

• Play Sound: You can have a sound play when a button is pressed If you choose diis actimi, 
you wiU be asked whedier you want lo use an existing sound fde on disk, or use die "live 
record" modCw 

Adding a Sound from Disk: If you choose to use an existing soutid file, dien you^ll be shown 
die usual File Interface, from where you can choose a sound fde. 

Once you have selected die sound file to use, HyperStudio brings up a screen with a picttire of 
a tape recorder. There are also (^ntrols for playing the sound, and setting the playback volume 
level. 

At diis point you would click on the Play button to verify dial diis is the sound you want lo 
add, and thai die volume is satisfactory for your application. In \hc Preferences dialog box 
(Apple menu), die user can set dieir own volume level, but this will help set die volume of die 
current sound sample in relation to the others. 

Once the sound is played die way you want il. simply click on die Done button. If yoa have die 
Preferences set to Advanced User, you'U dien be asked about die data access method. Odier- 
wise, yoall just go hack to die normal HyperStodio program operation. 

Note: If you have sound fdes from odier systems, you should first lo^ them in die Sound 
Shop program, and dien save dicm back to disk in die Sound Shop fonnat. This is because 
most sound fdes from other companies do not contain any information about die playback rate 
and volume setting, and more importanUy donH have a "signature" diat clearly identifies what 
system dicy were croaied on. Widioui these values, it i^ tmlikely die file can be played direcdy 
by Hyp^Studio with die desired volume and playback rales, TTie solution is to first load die 
sound file in Sound Shop, and to then save die file b«:k to die disk. Sound Shop uses an "offi- 
cial" Apple fileiype. and incltides the information about the playback rate, volume, etc. in the 
sound file. These values, in turn, are automatically used by HyperSUidio when tjsing the sound 
file ui a stack. 

■ Play a Video: A button-press can also trigger die appearance of a video sequence generated 
by a Pioneer 2200, 420O or 8000 LaserDL^ player attach*^ to the Apple (IGS. This does not 
oonirol VCR players, or other video sources (see die Uve Video demo in the Xcmds folder if 
you have an Apple U Video Overlay Card (VOQ, and want to e^tperiment widi video in 
HyperStudio). 
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The Pioneer 42jOO is attached to die Apple IIGS roodeni fnn^ using a simple modem cable with 
the pmper condectcrs on each end. Yon must make sure your "Slots" seyJiig in tlie Control 
Panel has Slot 2 set to "Modem'', snd ti^ "Modem" seoing is sa to 4gOQ baud. 

When you select tiiis. you'U first be a^kcd if you waul to straw video in the screen border. This 
is only available with the VOC, and Ls used if you want die vidM) image to completely fill die 
monitor. After making your selection, a La^rDisc Control box will appear on the screen. If 
you have Ifie VOC, a tectangle will also appear in the center trf the screen. This represents the 
area where the video image &om your vid^ will be displayed on (he sch^h 

If you have the VOC^ HyperStudio will dsn display a rectangle, with handles, that can be re^ 
sized and positioned as you wish. This rectangle determines exactly what portion of yaur 
video image will be displayed on die card. Changing the size of the rectar^gle does not shrink 
die enure video image in^ \hc new rcc tangb. Rather, this is just a ""window" onto the video 
image produced by dtc videodisc player. 

If you don't have die VOC. you can ss^ use HyperStudio to bring up a given image or se- 
qtience in connection with any particular card. If diere isn't a VQC Ln the computer, HyperSui- 
dio will display the remote-control box on the screen, but will noc pu\ a rectangle on the 
screen. In ihh case you would use a second TV or monitor to display die output from the 
videodisc player^ 

A Video sequence is defined by specifying the beginning and end &ame numbers of die video 
lo be shown when the curtem card is (tisplayed. The itidio button starts on die "Begin" setting. 
Click on the Play or Step butJtons to find die begitmicig of the sequence you want to use. If the 
disk is Playing , clicking on Step or Pause will stop the disk on diat frame, and update die 
frame number register widi the cunrent frame number. You can also press the Clear key on dw 
Apple keybtjard, and enter a new &iame number. The player will then jump to diat ^ame. To 
set the ending frame, click on the "End" radio button, and then click on Play to let a few 
seconds of video rod by. If you want to show only a single frame, just set die End frame # ihe 
same as the beginning. Frame numbers can be entered madiually. and you can use die TAB 
key to switch between die Begin and End frame boJ^es. When you cjiter a number m a box, die 
radio button will automaiically move lo thai box. 

You can test your video by pressing the Test button. When you get the sequence you want, 
just click on ihe Keep button. 

That's it! Now, whei>ever diis button is ptessed, the video sequence will be shown. A video 
sequence h only played once when die buuon Is pressed. If you want a video sequence to 
repeat at regular Intervals, or after a set time period, see dte discussion on setting time 
pehod for an "Aiilo-acdvaie'' butlon, which is described later in diis manual. 

A video sequence can also be attached to a given card, so that the video sequence is sl:iown as 
soon as the user moves id that card^ See the Add a Video section later in this manuals 
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While you ore defining the video sequence, there are a number of features in die LaserDisc 
Control box that you should be aware of: 

Play: You can play either fonvard or backward by clicking on the mow btittons ?o ddier side 
of die word "Play". If die End frame number is less than the beginning frame number when 
you finally choose "Keep'\ dien die sequence wdl be played backward. 

Sound: By clicking on the bution normally marked "Slereo", you can switeh the sound off 
( silent"). Of select eidier die left or right audio chamels, Sound is not available at playback 
speeds odver dian Normal. 

Ptayhack Speed: By clicking on die bullous to die left and right of die wofd ^-Ncirm". you can 
change the speed at which die video is playing. Faster speeds available include 2jt and 43l 
Slower speeds uiclude half-speed down to 1/16 speed, and two special 'slide show'^ modes of 
otie frame every 1 or 2 seconds. The speed used when die vidaj scqnence is seen by die user 
will be whatever die speed value is when ymi finally click on "Kccp^ TTius. you can can use 
^e faster speed seuing^ when finding die f^s you wanL Just remember to set it back to 
Norm before clicking mi "Keep" - dial is, unless you deUberatcly want a different speed in 
the playback. *^ 

Chapter Mode: If you click on die buttons marked "Fm\ to die right of the Irame number 
mdicators, die bution will change to Th" {for Th^tHr"), and die numbs di^lay will show 
whal chapter that frame number is found in. If you clk:k on die frame box while in die chapter 
mode, die LaserDisc will seek to die beginning of that chapicr. 

Display: If you are m die fidl-scrcen mode, and have an active show-through area m the 
uiiper-left cofner of die screen, dien die cufrcnt frame number will be displayed, aicking on 
die Display button toggles die di^lay between on and off. 

Step; Clicking on eitlier side of die word "Step*" will move one frame forward or backward, 

Start^eject; If die LaseiDLsc player is not fully started when you bring up die LaserDisc 
ConuoL dicn die button in die upper-left comer of die box wdl trad "Stan\ CUck on diis to 
start die player if die odier controls in die box ^ net yet visible. Once die player starts, this 
buuon changes to "Reject", and will eject the disk if pressed. 



Creating a Fuil-Screeii Video 

In normal use, die video image (widi die Apple n Video Ovwlay Cajrf) will mly show dirough 

region defmed by die video rectangle used when Adding a O^d Video. However, the 
Video Overlay Card works by defining a color as die "key-color", or "show-dirough color" on 
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Lh& soeen. Before a video b added to a card, the key color puiplc. The pmple hvc on tlic 
screen changes to a pmt blue once a video object \m been added to a card. 

ThOT arc two degrees of "full-scrccii" on the Apple IIGS, The first is the active screen area^ 
excluding the border The lajgcr fuH-screcn includes the monitor bc^r area as welL 
You design a card lo use either method. 

If you want !o crcalc a video image that fills the entire backgratind of a card, you can do diis 
by paindng the entire card background with the proper show-through color. The color to 
choose for filling the backgTOund will eilJvcr be purple or blue, depending on whether a video 
has already been added to a given canJ, but its position in die color table will always be die 
same: color #6, That is. in the "Colors" menu, choose dke second color &Dm die left in die 
second row from die top. If you are using ihe "Set Backgnmnd Color" menu opdon (Options 
menu), use die 6di color choice from the left. 

When your video image is displayed^ the vkleo will be seen across the entire screen, regaidless 
of the actual video rectangle. In most cases^ you'll fmd it easier to just make the video tec- 
tangle as small as you can, and then move die video teciangle to some out-of-the-way spot on 
tlie screen (but still over an acdve video show-duou^ area). 

If you want the video image to fill die screen border area as well, then click on ""Yes" when 
fu^st adding a video^ when you see the dialog boK asking if yon want to show the video in the 
screen border area. The only real difference between these is ihat HyperStudio changes the GS 
border color id the "key^:olo^'^ This wiU allow the video image to go to die absolute edge of 
the monitor scr^n. 

The advantage of using die background graphic itself (as apposed to the video rectangle) for 
\hc video show-dirough area is Uial it is easy to rc-paint a rectangle or odier area if you want to 
change dve image area, hi addition, you can use die Add clip-ait, or other paint tools, to 
overlay labels, arrows, or icon-b^nons onto your video image. You should also \ry drawing 
some rectangles, widi "draw fdlcd " checked in die Options menu, in various colors. YouH 
notice thai colcns range from compblcly t^sparent (blue) to completely opaque (bl^k» 
white, greyt and shades of red), and others are in-between. This can create very neai effects 
that show a dimmed image of a largjer video image, widi a certain part "highlighted" by being 
100% transparent, and dius brightesL 

The real key here is to just esp^ment. You can't hurt anything, and you're likely to discover 
many useful techniques in the t>fOcess, Also remember to esp^meni with using the pamt tools 
to create small windows widi video showing through. We've found diat aldiough the video 
rectangle is the easiet to explain and use for beginning users, Ln die long run, using the paint 
tools wiU give the most flexible results. 
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• Trigger Xondls: This is an advanced feature of HyperStudio that is available to diose people 
who want to extend die functions of HyperStudio beyond die built-in feamies. 

When you choose this option, a diaJog box appears that prompts you for the fiext which will be 
passed to an Xcmd. What you enter, if anything, depends entirely on die Xcmd being called. 

Here's an overview of the Xcmd system: 

When any given stack is o]7ened ia Hyper Smdio. the same diiectory diat die stack was in ]& 
checked for a fib named HS.Xcmd, If found, diat file is also loaded into memory. Then, 
whenever die user clicks on a button diat has been given an Xcmd function, HyperStudio 
passes control to d>e fde (HS,Xcmd) diai was loaded^ and passes it die text thai was entered f(7 
that button as well. 

Examples of Xcmds are included on the HS.Demo and HS.Ait disks. For example , although 
HyperStudio has a menu clKiice for finding lext in a stack, supp«^ you wanted to cteate a 
button which, when pressed, woukt jump to a card dial had a pfe^lefined phrase of icjet on iL 
The demo "Find^Demo" in die Xcmds folder on the HS.Demo disk (click on Find Demo in d*e 
Home Card) shows how this might work. You could put this function in your own stacks by 
nioving the file HS.Xcmd from die Find folder on die HS.Demo disk lo whatever folder had 
your own stack in it To define die Find Xcmd button in your own stack, you would dien just 
create a new button, and choose Trigger Xcmd as die Action. You would dien enter die lejtt to 
be searched for whenever diat bunon was pressed. 

Another example on die HS.Art disk is an Xcmd for displaying a single ftdl-scron 320-mode 
picture in a stack. See the demo TcsL320.Siact in die Test.320 folder on die HS.Art disk. In 
ihis Xcmd, you simply enter a number when creating ihc button diat leUs HyperStudio how 
many lOdis of a second to pause between each picnire in a slide show. Entering a value of 10 
would pause I second. To show a single 320-mode graphic, you simply put the HSJCcmd file 
from die Test 320 folder in Uic same folder as your stack, and theji put a single 320 mode 
picnire in the directory widi it. See the TesL320.Stack for more itiformation. 

The HS.Demo disk has assembly language souice fdes fof those jnte^ted in pursuing diis 
area further. Xcmds can also be written ia odier langijagcs like Pascal, so kmg as die lai^guage 
can create siand-along OMF load modules (si*ch as NDAs) on die Apple DGS. 

- Animate: This is actually somewhat similar lo Adding a Graphic (see later). The diffcrcnce 
here is diat you can attach the appearance of a gr^hic, and its animation, to a bunon-press. 
Choosing the Animate action wiU take you dirough a sequence which is the same as though 
you were adding a graphic. 

Some (but not all) graphic pipgrams offer animation functions. Paintwodcs Gold and 
BeagleP^nt support an animation format wheie many different frames can be combined into 
one file to make up an animated image. The animation is cxrcated with a series of Super Hi-Res 
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pithirtes^ with filenaines that are numbered. An animation sequence for a bouncing ball might 
consiaii of the fijes BALLOl, BALL02, BALL03, etc. 

Wh{;n you choose Animals trom the actions menu^ you go through a process simi^ to adding 
a graphic objecL The choice of disk fUes wiU incJude not only the usual graphics, but also 
animation files (type $C2) &um PaintWorks Gold- Tf you choose a filename thai ends with a 
number, the disk Ls checked for additional filc^ thai continbie the sequence. For example, if you 
used the file BIRDl as a graphic iiem. Hyper Studio would automatkall)' look for the files 
BIRD2, BIRD3. etc., until it ran out of files. 

After choosing a file^ a window will open thai shows the firsl frame of the animation. Only the 
part of the graphic visible in the window you creaie is displayed duhng the animation 
sequence, and if anything in yotir animaiion moves outride ihis area^ then it will not be visible. 
Clicking outside the rectangle drops the graphic in place, and you1l be returned to the button 
acdoii dialog bo;i. If the graphic you have specified h pan of a numbcix^ scries of frames, 
HyperStudio will generate the animation before returning to the Actioiis dialog bOK. 

In ihft Actions dialog box. you should enia- a Rate and Repeal Count The Rate is counted in 
60th3 of a second, and controls how fast \he animation runs. Thus, a value of 30 would be two 
fianoca per second. The Repeat value controls how many times the sequence repeats itself h 

When an animation plays, it may clear an area slightly larger than die actual rectangle you 
defined. This has lo do wiUt limiiations in die method used by Paint Works Gold. 



Test Functions 

Oa any card, buttons can be either "No test function" (die default), "Correct Answer", or 
"Alicfnate Answer**. NofftnaUy, when you are creating buttons to go to other cards, etc.^ die 
settirLg is ""No test funcdon". Buttons created this way are neutral^ and have no effect on the 
test siaiiis of a stack or card. 

If you elect lo make any butlon in a stack either "Correct Answer" or "Alternate Answer", diat 
stadc is now considered a HTesl stack'*. When a slack is quit, either by quitting HyperStudio, 
launching another application, or branching to anoihcr stack, HyperStudio writes to a text file 
EHi die disk, in the same directof)' as the stack, named HS,TesL Results, The information 
written includes the stack name, the time and date, a hsl of which buttons weie choset^ on each 
card in die stack, and a fuiaJ "score" for that slack Information is writlcn to the 
HSTestJtesults fih: on a cumulative basis, so this one file contains the results of all stacks in 
that direciory thai are used until die fde HS.Tesi.Results is deleted. The HS.TestJ^e^ults fde is 
not written to if there aie no test functioa butuxis in a given stack. 
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The results for a giv^ stack are calculated as follows: 

When die stack is temtinaied, and the HS TCistJ^esulis fiJc is written, HyperSmdio scans die 
entire stack to see what buttons were pressed as the stack was being u^. Fa: each ^id. it 
writes out die card 1D#, and which bttlton on a card was the last one clicked on. If no button 
on that card was clicked on. or if d>e button clicked on was a "No test function" button, dicn no 
entry is wrinen for that card. 

If !he lost buttoci clicked on a given card was defined as etihcr Xomect Answer" cm- "Alternate 
Answer", dien HyperStudio will lecord d^e butlon name as the chosen button f<ir diat card. The 
final score will be the number of "Correct Answer" buttons chosen (majumum one pa: canJ) 
compared to the number of total cards with tKt function bunons on them. 

There can be as many Correct Answer, Altemate Answer, cff No Test Function butiDn^ on a 
given card as you want; only the last button cticked on i^ «sed In recording the r^is. 

This actually h a fairly simple and straight-forward system, but you may wani to experiment 
widi different fcmds of stacks and button combinatkms lo see what works bcsl for you. 
I>i£feren( possible settqis include: 

> A simple multJple^^lioice test stack, where each can! h one qtiesdon. Each possible answer 
button moves you lo the next card. Correct Answer buttons arc defined as appropriate; 
Alternate answer buttons are used for die odieis. 

" A variation on this is to include forward and backwaid arrow bultCHis on ea;h card, defined 
m No Tc^ Function. Cbddng diese will not affect the "last button clicked" staos on any 
given card. That is. you could click on a choice (perhaps that responded with a voice 
confinnation}, and then click on the forward button. HyperStudio would still reconl the button 
chosen, and would ignore the forward button. 

■ A timed lest, where eadi screen also includes an auto-activate butt^ diat moves to (he next 
card after 10, 20 or 30 seconds (or whatever). The tser would have to choose one of die 
possible answer buttons in the alloued time period The final HS.TesLRcsulla file would 
record which bunon on each card had been chosen. 

To use the test results, you should load dte HSTestJlesulis file inio a word processor. It is also 
possible to write simple Applesoft programs dial will read die file, and organize die data, but 
this is a custom applicadon thai depends on your own lime and interests. You could also 
specify the file HS,TcstJle$ults as the source of a text item in anodier stack, using die exsended 
data access meUiod. 

The test functions oti be used not only for die classic sort of tests, but also for user profiles as 
welL Imagine a stack that begins widi a picmre of diree bowls of ice cream. Each of die ^ 
bowls is set up as an invisible button, each named "chocolate'^, "vaniUa". and "strawberry^. At 



P^ge 47 



Reference 



HyperSiudio 



the cjid of tho Slack, the HS.T&stKe&ulls file wiU create a fUc thai tcJls ym which b\xmn ihey 
selected In this case the Torrtsct ' or "AJtcmaic"* answer attribute for a button doesnl mauer 
(alihotigh it must be one or Ihc oihcr). What you're getting h the information about which item 
they chose on a screen. If 100 people wero lo use ihis card in a stack, then the HSTesLResults 
file would contain a survey of 100 people, arid a study of Ihc perx^niage of *hat flavor ice 
cream was prefcmcd 



A ulo^ Activate Buttons 

Normally, a button has to be clicked on by ihe user to be acdvaied. Suppose ^ however^ ihat 
you wanted a sound to play immcdjateiy when a card was displayed. How could you do ihis? 

The answer is with auto-ajciivate buttons. An auto-activated btiuon "presses itselP after a sol 
number of seconds after a card is displayed. The button can also be set to continuously eyclc in 
the time period seL To set up an auto-activaie button, just check the atito-activatc box. and 
enter a titne (in second-s) after which the button should activate. If you want the button to 
repeal its action^ check the repeat box also. 

Another use for Autchactivate buttons is to prompt the user if they don't click on something on 
the screen in a certain amount of time. This codd be a help card, or it could also be used lo 
create timed tests, 

Auio-acdvaie buttons are not active (at leasi not self- timed) until you turn on the Auto-activate 
funcdon in the Preferences dialog box, and you aie in the browse mode. This Is so that ym 
don't have lo worry about auto-activate buttons going off while you're trying to edit oUier parts 
of a card. Auto-activate buttons are automatically turned off when you select a paint or editing 
tool, and are not turned back on untU you select the browse tool and move to another card, or 
turn on Auto-activate in the Preferences rrtenu. 



Adding Other Objects, Con tin tied... 

Add a liraphic: This menu item is used to add a graphic object to the ctirrcnt card. When you 
choose ihiSp you will be presented with the FUe Interface for choosing the graphics file you 
want to *tse. Once the graj^ic has been selected, and if this is the fust graphic you have added 
since starting up HyperStudio, youll get a dialog box explaining diat the next step is id size die 
graphic to the size you want, and to position it onihe card. 

Remember when adding a graphk to a card that die graphic Tttaims its own identity as an 
object on the card. TTiis is in contrast lo just adding a portion of a giaphic screen as clip art. 
This feature is best usal when you have many cards with an identical background. If you are 
just adding some graphics to a card, it is better to use the Add Clip-Ait function in the FiJe 
menu. 
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After yoii have chosen a fde on die disk, a rectangle is displayed that shows a portion of the 
graphic screen you selected. You now have to decide how much of the image you want 
displayed on die card, and where you want the graphic located. By putting Uie mouse 
anywhere inside die rectanglCt holding d>e mouse button down, and then dragging the mous«. 
you can move differ^t pan^ of your graphic im^e into view. If you want to rc-sizc die 
rectangle, use die mouse to grab any of the handles on the sides or comers. Dragging any part 
of die frame diat is not a handle will move the entire rectangle to a new position. Remember 
diat die wincSow "frame" h only sho^vll so diat you can size the window, and scroll the image 
area. Once positioned on the card, the window frame ts not shown unless you edit the graphic 
again. 

When the graphic has been positioned and azed, click anywhere outside of the box to indicate 
you are done positioning the graphic. You'll dien be shown a choice of bo?dcrs that you can 
use for the graphic. If your graphic is a picture that is veiy different from the background, 
you'll probably want to use a border On the oth^ hand, if you want the graphic tp look like it 
is a pan of Ihe card, and presuming that the background in die graphic is die same color as die 
background on the card, then you can use "No Border*". 

Unless you have die Preferences option set to Advanced User^ yow'rc now done, and you can 
go on to your next operation in HyperStudio. If you have set the Advanced User option, youll 
then be asked to set die da^ access medKXl. See die section on the Advanced User option for a 
detailed discussion of die choices. 



Add a Text Uem: If diis is the fu^ text item you have added since starting up HyperShidio, 
you'll get a dialog box explaining that die next step is lo size die text box lo die size you want, 
and to position it on the card. Successive text file selections proceed the same; they just aren't 
preceded with diis "help" box. After cticking on "continue*', a rectangle is displayed that shows 
where die text rectangle wUl be placed on die screen. You can resi/je and reposition diis 
rectangle, jusi as you would an invisible button. Drag die center of die rectangle to reposition 
it; drag the camera to resize. 

When the text item has been positioned and sized. cUck anywhere outside of die rectangle to 
indicate you are done positioning die rectangle. You*U then he shown a dialog box that giv^ 
you die options of using scroll bars, a rectangle around the box, and whcdier die text item wilt 
be changeable by die user or noL You can select any of diese attributes as n^ed. 

You also need to decide if you want to use text hm a file already <hi disk, or if you want to 
enter text diiecdy. 

■ Using a Disk Text File: If yon choose to use a file from disk. youTl be presented widi die 
File Interface for choosing the ASCH text file or AppleWorks 2 A word processor file you want 
lo use. The text ft!e will then be loaded, and the text will appear in the rectangle. 
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R&Riember whien adding a tiext item to a card that^ like the gr^^hic tb^» it i^tains iis own 
identity as an objecl on ihc card. 

Alto- you have chosen a file on the disk, if you warn to re^zc. reposition, of cj^ngifr lti& 
atuibutcs of the text box, you can use the text tool in the Tools menu, select ilie next hem, and 
then choose Item Info fiom die Objects meniL 

Unless you have the Ptefetences option sec id Advanced User, you'ri^ now done^ and you can 
go on to your nexl operation In HyperStudio. If you aie using the Advanced User Options, 
yDuH be able to decide vvhcthcr lo imbed die \exi m the stack, or lo use the extended (disk- 
based) data type. See the secticoi on Uie Advanced User option for a detailed di^u^^on of the 
choices. 

< Entering Text Directly: Af^ choosing "Add a Text Item" from the Objects menu, if you 
then choose to enta the text, youll go immediately to the text box on the screen, where you'll 
be abk^ lo enter text directly. Text is emered in the Browse Mode, so you can go on to another 
activity at any time, Thm is no particular action required to end entering text. 

As with text items created &om a disk fde, you can always use Item Info in the Objects menu 
to rcsiiSC, reposition , or change the amibutes of your text item. Text in the text objects is 
always in the Shaslon 8 typestyle. If you want to put text on a card in odier size^ and styles, 
such as for titles, etc., you can use the text paint tool (Tools menu). 

Add a Video: tn this menu item, the procedure Is identical to that for adding a video sequence 
to a button. The only difference is that the video wdl be added to the card itself^ and will be 
played when the user first moves to thai card. See the description of playing a video on a 
buiton-press for addidonai details. 

Colors Menu 

This menu is used to set the current color for the paint tools. Hyper Sotdio tisca 16 standi 
"dithered** colors in the 640 Super Hi-Res mode of the Apple TIGS, plus 16 additional pallcm- 
typc colors, for a total of 32 usable colors- You can load pictures cccfiLod with other paint 
programs that have cusiam palettes, but yoti must use some care in using dtese graphics on a 
card. The main problem is that the custom pdcttc may mteifi^ with die appeaimice of the 
menu bar, or odier buttons or graphics on the screen. Full-screen backgrounds with no menu 
bar, and invisible buttons, generally work b^i for cusiom-paletie graphics. 

Yotj can also t:se the Add CIj{>-Art function to set the current card to a custom palette. Just 
choose Add Chp-Art in the File menu, and load a graphic that has a palette you would like to 
use. Now, cUp a small part of the graphic, and paste it onto your current card background 
This win change the paietttc on that C4^d. If you want, ym can then cut dve bit of graphic back 
out of your card if you don't want to use the image itself The HS.Art disk includes several 
Tiles, including Colors.Greys and Colors .Earth diat can be used in diis way to set die palette for 
any given card using die Add Clip-Art technique. 
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Options Menti 

This is used to control the operation of other functions in HyperStudio, hi particular the pabit 
tools. 

Line Siieei This sets die width of the tine lo be used by die straight line. tectangSe, rounded 
rectangle, oval, and polygon tools. When you choose diis item, you'll get a dialog box diat 
shows a number of different line sizes, Oick on die one you want to select a given siie. 

nrusb Shape: This chooses die brush shape to be used by Ihe paint brush iboL When you 
choose this item, youT get a dialog box that shows the diffarcnt brush shapes available. Click 
on the one you want to selecL 

Draw Filled; Choosing diis item places or removes a checkmaiit thai indicates whether dte 
shapes drawn widi die rectangle, rounded rectangle, oval, irregular region and polygon tools 
will be filled widi die current color or not. A checkmadc indicates that these shapes will be 
drawn as a solid shape. 

Teit Style: When either using die painting texl loot, or editing a text object, diis menu item 
selects the current font, siye. and style of the text being used. The fonts available wiU depend 
on what fonts you have in the Fonts folder on your startup disk. This does not have any effect 
on the text in a text object. Text objects are always in Shaston 8. 

Set Text Color: This is used to set die color used when you type text widi die text tool in the 
Tools menu. This docs not have any effect on die text in a text object. 

Set Background Color: This is used to set the background color used when you erase a 
background, or use the eraser tool in die Tools menu. 

Hide Items: Ordinarily, my particular card would have not only the background visible* but 
also any giaphics, text items, buttons, etc. This option lets you hide items, in case you want lo 
use the paini tools on die background widiout objects in the way. 

Hide Menu: This i^ used to hide the menu bar on a given card. If d>e menu ter is hidden 
when you move off a card by using a button, dien the menu bar will also be hidden when the 
user views that card. This allows you to create s^ks widioul a menu bar. Press Apple-M lo 
reslofe die menu bar. 
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Apple Menu 

The Apple menu has an "Aboui..." box that tells you Ibc vei^on number of HyperSmdio. 
However, the most unportani funciion iit this mcxM is Uie Preferences cboioe. 

Preferences 

The preferences settings arc saved m each individual stack, and may vary between stacks. The 
stack miiSl be saved back to the disk after changing prefciences if you want the changes to be 
in effect Ihe next time tlie stack is used Preferences leis you control many aspects a stack's 
operation: 

Password: This is to keep users from changing the preferences in a stack you have created. 
The main thing proi^ied by the password is access to die "Lock Stack" setting (see below}. If 
the password field is blank, then all the options are available when Preferences is chosen. 
However, if you enter a p^word and ej^it the Preferences dialog, and then save the stack, this 
password will be required the next lime ilie Preferences dtalog is opened. Youll also notice 
that preying Return is not required when entering the password. When the last letter of the 
correct password is typed, the dialog box options wdl instandy become active. 

Advanced User: This is used to tell HyperStudio that you would like more control over how 
the data for objects on each caid will be stored and acceiised. Normally, HyperStudio embeds 
the daia for each object diat you add right into the stack that you are creating, without asking 
you how you warn the data accessed. This is less conftfsing to a new user, and creates fast and 
easily transportable st^ks. However, if you have set the preference to Advanced User, you'll 
then be given some options about how you want the data for (Ejects to be accessed by Hyper- 
Studio. 

From then on (or until you change the Advanced User Option to "ofTl, whenever yoti add a 
gmphiCp te^t object, or sound, ai die end of the process you'll see a dialog box asking you to 
'Select die Data Access Method for this Item:" 

The xwo choices are "Embedded (In the stack)", or "Disk Based". Hcrc's what these choices 
refer to: 

■ Embedded Data: When you add a graphic^ sound, or le^tt item to a card, the default is to 
actually store die data for d^ item widtin the stack itself. This is bodi convenient and gives 
faster movement between cards in yoi^ stack. The other advantage of this method is that your 
stack is very transportable. That is, since everything dial makes up that stack is within die fde 
itself^ moving die st^k from di^ to disk is as simple as copying a single file. This type of 
object is also called an etfibed^d data objecL 

Howev^^ suppose you wanted id create a stack thai used literally hundreds of graphics, text, 
and sound items. Even with megabytes of memory, you would soon want to have more data in 
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your stack than could actually fit in the computer's memory all at once. It is also possible that 
at some point in the futuie, you may want to access data, such as that on a compact disk or 
laser vjdeodisk, diat caanoi be physically imbedded in your stack. 

* Disk Based Data: In all of dicse cases. HyperStudio provides an altemadve way of access- 
ing text, graphic, and sound items. The second choice. Disk Based access, gives you the opdon 
of leaving the graphic (or odier) file in tis current locadon. and having HyperStudio go back to 
diat location whenever it needs die graphic. This is called an extended data object Althou^gh 
diis gives a slower trans iuon time betweai ca^ls. it siguificandy incres^ the ovetad size of 
the stack that you can create, and the data it can access. 

The second advantage of the extended data type is diat other users of the system can updaie die 
data displayed on a card indepefidefiily of HyperStudio. For example, you might have a draw- 
ing on a card as a graphic item that showed the fue exits m new cmpioyoes. If for some i^on 
the fue exits were changed, by updating a single document - the graphic picture ■ all slacks that 
referenced that illust^tion wtxdd be automatically updated as well. This is a veiy powerful 
concept, and wo4is well in stuitations where the computers m operating on a network:. 

As an aside, Uiis also makes the instant distribution of aU kinds of information possible. This 
could include memos to staff, names in an orgaruzadonal charts InsinKtiofis to students, or 
often-changing data like price quotes^ elc. 

The defautt in HyperStudio, when shipped, is to always use die embedded data system. This 
means the user has less to worry about, ajtd stacks are easy to move end operate. On die other 
hand, as an advanced user, you may want to take advantage of the altemaie data Access 
method. 

Also, when Advanced User is set, you will not get the small instructioiiBl dialog boxes the C^t 
time a button, text or graphic item is added 

Auto-activate buttons on: tn the manual, aut£3-acdvate buttons are described as diose buttons 
that activate diemselves after a set amount of time. While editing a stack, however, you may 
not want the auu>-actjvate buttons going off while you're trying to work on a card. By tuming 
off the check-mark in this option, auto-acdvate butuxis will not be triggered unless you manu- 
ally click on them. When you are ready to save yot? stack for the nnal user of your irdbrma- 
don, set the check-mark In this box.^ and save your stack to the disk. Aiito-K;dvate buttons are 
automatically turned off when you select a paint or editing tool, and are noc turned back on 
until you select the browse tool and move to another card, or turn on Auto-activate in the 
Preferences menu. 

Lock Stach^ If you are designing stacks for use by others, and in pardcular. situations where 
you don't want die user to be able to use die editing tools, you can select "Lock Staik" in the 
Prcfcrc^ices menu (remember to save the stack after making die change). Unlocking the slack 
restores die complete n^cnu bar. Since the Lock Stack option is available via the Preferences 
function, it is advisable to always set a password if this opdon is going U> be used. 
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Sh w card number tai menu bar: When ihts is enabled, you wiU sec the number of the 
curteni card displayed in ^ right side of the menu bar> This is useful when crating and 
editing Slacks, although youll probably warn lo turn this off when the saving the stack for the 
final us^. 

Eri^ background oa new card: When ihb is checked, HyperStudio ciiases the backgroand 
when "New Card" is chosen in the Edit menu. However. If you ai« using a background, tike a 
notebook page, that will be used on many different cards in a stack, then you will want u> make 
sure this opcian is not checked (turned off). Now. when you choose New Card, the current 
background will aummadcalty be used by the new carl Since there may be no visible sign a 
new card has been cteated, you will probably want to have "Show card number m menu bar" 
turned on. 

Remember tlial when a l^kground is duplicated for a new canl. the background is actually 
shared between two or more cards, this can have significant memory savings, but only if you 
don's alter the background on duplicated cards with sh^ paint tools. You can alter die primajy 
card with the original background (with duplicated results!), bat if you paim or otherwise edit 
other cards* the background wiU become an original backgrotjnd on the edited card. 

Use ToucbWbidow: This option lets you use HyperStudio wtdi the TouchWindow from 
Edmaik Corp. This is a very useful add-on with HyperStudio, and lets you use your stacks 
with very young children, and anyone who is new to computers. Touching the screen becomes 
e^iuivalent to clickii^g with the mouse with the Touch Window, and makes for a very pleasant 
computer experience^ 

When you check this box, and then click on Ok in the dialog box, it is assumed dvat you have a 
Touch WindJw currently attached to your computer. At thai point, a dialog box appears 
explaining that the TouchWindow will need to be cahbrated by touching each comer of the 
active screen area (this does not include the moniior bofrda: area). Once activated* the 
TouchWindow will stay active until you exit HyperStudio. 

This flection is not sta:k'Specific, and when HyperStudio is run again, the TouchWindow wilt 
have (o be le-activatcd and calibrated. This docs not have to be repeated for different stacks. If 
the TouchWindow calibration is not conect die first lime you do it, you can re-calibrate by 
turning off the TouchWindow in the Preferences menu. Exit Preferences, and then choose ii 
again and turn the TouchWindow b^k on. Youll dien be able to re-cahbrate the screen. When 
calibrating, try to not drag your finger as you touch each comer. Remember, you're trying to 
tell the TouchWindow where a specific point (the comer of die screen) is. Turning off the 
TouchWindow once it has been started up may intcrcfere with keyboard commands. Keyboard 
commands will be prop^y recognized once you leave HyperStudio, or re-activate the 
TouchWindow. 

Volume Cfmtrol: This slider lets you control die overall volume level of the stack in memory. 
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If you get a ^k diat plays sounds using die built-in speaker, for example, die sounds will be 
100 loud if you are using an external speaker, LikewisCp if you have a stack dial was set up 
using an external speaker, it may be too quiet using die buUt -in speaker on the GS. 

The volume in HyperStudio is controlled by a combmation of factors. The Control Panel 
volume is factored into die overall soutid volume in all HyperStudio stacks - this is the system 
volume. If you want to change the overall playb^k volume in a stack, use die slide control in 
the Preferences section - this is Ihe stack volume. If you want the new volume ID be penna- 
nent, remember to save die stack back to dkk. The volume of a particular sound is selected in 
the lape deck screen when a sound is first added. 



More About Data Access Methods 

Local Data: There is also a diird access med»d diat is a variation of the extended data type. 
However, diis method is dependent on how you store your fdes on disk, rather than a specific 
choice in HyperStudio. 

When HyperStudio tries to locale die file for disk-based data, it fim looks in the same direc- 
tory as the stack, regardless of what the absolute location of the data was when it was linked to 
ihe Slack. Data located in the same folder as a stack is called heal d^ta. 

The main advantage to putiing all die di^k-based data in die same folder as your stack is 
transponatoility. Suppose you had created stacks on your own hard disk dial rt^ferenced texti 
gr^hic and sound fiks in various locations on your hard disk. If you then wanted to move die 
stack onio a 3.5" disk, the only way to run die stack would be to have die hard disk attached 
the same computer that die stack was running on. 

Wi(h a standard extended data item, die entire data remains in a disk bcatJon which must be 
available when the stack is used. When it comra bme to move die stack fnxn one di&k to 
another, it is unlikely lhat you will be able to easily move all of the data files referenced by a 
given stack, especially if die data is located on many different disks. 

By keeping all the data files referenced by a given stack in the same folder, moving the stack is 
as simple as moving die entire folder from one disk to another using any file copying utility 
such as the Finder, DeskTop, Copy 11+ , ProSel's Cat Doctor, etc. 

In general, when designing a stack, you can use the foUowing guidelines: 

• When die entire stack can fit in memory all at once, use the imbedded data type. Stacks 
done in this manner are also much easier to distribute to odiers. 

■ If the stack will be running in a stf^U environment^ where die lefereaiced data does not 
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change in its Location, and you want to have oommon Tsles that are accessed by a variety of 
diffenent stacici, then the e^t tended data lyfsc is i^^m mended. 

* If you are iLsing di^-based data because of memory consideraiJons, and you anticipaie 
moving your stack to anoiha^ disk, then move the rcf^iciiced files to the same folder as the 
stack p 



File Location Dialog Boxes 

WliHi HyperStudio cannot locale ihe volume that a data file is located on, ii will first dispby a 
dialog box asking you to insert tiie needed disk. If you cancel this dialog box, then you'll get a 
dialog box asking you to mamLally locate the file on any disk or folder. If you cancel this 
dialog box, Uien HyperStudio will skip that data item in building die card, or executing a 
bulion acbon» and will continue as well as possible. 



Last-used directories 

When adding clip-art, sound files, loading stacks, etc., HyperStudio lemembers the last-used 
dinectDry for various kinds of data. This makes it easy to go back lo the tast direcu^ you 
loaded something from. However, you should also remember that if you put artwork, sounds, 
etc. in other direclories, die first time you go to add c Up-art, you will have to use the Standard 
File interface to open the necessary folder. If you have a large number of HyperStudio-related 
flies, you may fmd thai organizing subdirectories is bodi useful and necessary. 



Alternate Hame Cards 

The Home.Stack on Uie HyperStudio disk ha5 been set up with the beginning t^er in mind^ 
The Home Card in Ms slack shows the slacks available on ihc diffen^nt disks in the HyperStu- 
dio package, and also invites you lo a special screen (die fust Starting... icon) if you are new to 
HyperSmdio- From this second screen, you can see what different areas of interest have be^ 
addressed by various stacks. 

However, once you've used HyperStudio for a while, you may wish a more direct Home Card, 
without the JusLStartmg.., icon. On the HS.Demo disk, youll Ond an alternate Home Stack 
thai may be more efficient for daily use of HyperStudio. Also, remember that the Home Card 
is just a graphic unage with invisible buttons. You can use the paint tools to creai£ your own 
unique Home Card, such as a picture of a desk with items on it, the bridge of a starship, or any 
other interface that makes it easier for you or the person using HyperSmdio* 
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The Sound Shop™ 

The Sound Shop utility is design^ to let you digid^A edit, and save soimd files for use with 
die HyperStudio system. Aldiough HyperSmdio lets you rccofd a sound while you are creating 
a stack, the Sound Shop is provided to give you mor^ control over all die aspects of die 
recorded sound. It can also be used for (^inverting sound files from oUier sources, such as 
public domain sound sample disks, and sounds recorded wiih the MDldeas. FuiureSound, 
Apphed Engineering products. 

To run the SoumI Shop, click on the Sound Shop icon in the HyperStudio Home Card, Sound 
Shop can also be launched, like any GSOS sysiem file, from the Finder, Program I^unoher» or 
other program selectw. 

Using Sound Shop is very easy, and the best place to start is with recording a sound using the 
microphone, and then seeing what you do with itl 

Tlie first thing to notice on the Sound Shop is the overall scieen Layout The blank window in 
dw top half of the screen is where the sound wave for whatever sound you record or bad &om 
disk win be displayed. The window is blank now becai^ thrae is not a sound in memory yet 

Below die wave display window are diree bo^es that show important number values about how 
much memory you have available for recorded sounds, how much time lhal represents at die 
current record and playback lates, and other useful values. 

The scroll-bar controls ai the bottom of die screen arc used to co(ntrot die recording and play- 
back of soujids in terms of volume, record/playback rates, an ''echo" special effect, a repeat 
count, and the start-recording threshold value. 

To tl«^ right of the status boxes are duee yellow buttons, ^'RecoitS" starts Uie recording process. 
"Play'' starts the playback, and "Stop" is used lo stop dve playbv^k^ Above dvese buttons Is an 
"input level" indicator, and is used lo check die current "level" of die ^und input device, such 
as die microphone, tape input, etCn TTie Flay ajid Stop buttons are disabled because diere is no 
sound to be played yet. 



A Brief Test af the System 

Before starting, you should have already installed the HyperStudio K>und recording card 
(digitizer) and microphone acoording to die installation instructions at die beginning of d)is 
manual. If you have not already done so, go back and install these devices now. 

Your micrciphone should be plugged into the back of die computer. If die microphone is 
ftmctioning properly, youH sec a green vertical bar just above die Record bution. This is die 
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levei uuticaliof , and k to make sute chat a sound input device is boch cocmectfid, and, if 
necessary, sei to a suffKient volume for a good tecording. The green bar shotdd move up and 
down as you speak into the microphone. Lf the micmphone h not attached, the bar wilt be red. 
The bar aLso turns red whenever the input signal is too sirong for a good recording, such as 
when you shout into the microphone, or if the volume were turned up loo high on a tape player 
attached to the digitizer card. The bar ^oidd not be led under normal conditions if the micro- 
phone is attached, and iheie is no txc&s^vt sound input 

You are now ready to record something. Before you record, check the Record Rate and 
Playback Kate controls at the bottom of the screen. For now. both these values should be 
10435. nie laie value tells you how much memory is required for each second of sound 
recorded. In this case, you will use 10.4K of RAM memory per second. This is a good rate for 
recording a voice. Well look at Ms in more detail Laiter, but fcf now, the important thing to do 
is to make sure the values are the same for bodi record and playback. 

The other settings should be at iheir defauJi vahics: 

Echo Delay: dff 
Record Threshold off 
Play Volume 6 
Repeat Count 

To lecord your voice, click on d:ie Record button with the mouse. When you see d)e screen 
border turn red, count into the microphone: "One^ two^ duee, four" (sn^ pause just a little 
between each nimiber!). The level indicator will not be active during a recording. It is only 
used to check the level prior to recording. Press die Return (or any other) key to stop the 
recofding. {Stop is only used for stopping the Playback function)^ 

Note: When recqcding yo«r voice using die microphone^ you wiE have to speak "firmly" for a 
good recordings but an overly loud, or shouting voice is not required. Holdiixg the microphone 
close to your mouth wiJl help. TTie right level Is sometimes called a "radio voice that is» the 
way a raydio announcer would speak into his microphone for best clarity and volume, Hiis 
wwks for them, md it will wofi for youl 

The default value of 6 for the playback volume has t^een set up for best results whm using an 
ampUfted speaker like the optional HyperStudio powered speaker. If you are using the 
interrtal spencer, adjust the volume control to a value of 10. 
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After a brief pause, the wave display wintksw will be rahawn to look somediing Ukc this: 
I m nit Eiti I Mil iQwri itHinn ~ Bn^^^teDM 



1^^ 



^-^-^ — jj^ — * 



HEM^evsenM 



HaiiBUD ti!i(; Ifllii 
Rvg]lDbLf:l!SH]l 



{■tliiiEt: HNH I til* I 
f]9*tbl«: Lid: 




t«afH*r»thot< tit MjitfilMi 



The data you have just collected i^ sometimes caUed a sound s<wtple, and is a digital recording 
of your voice. At the current rate setting (10435), the computer is checking the microphone 
input about 10,000 dmes each second, and recording a number vaJue for each moment. When 
the recording is completed, the data wiU be gr^ed on the scrrcn. The resulting graph repre- 
sents die sound sample. Each grouping in the sound wave is one of the wcvds you spoke. The 
computer plays back your sour>d sample hy re-scanning die data, and sendmg the recorded 
signal back out to tl^ speaker. 



To hear your recording, click on the Flay bution, and listen to die sample. Play it several times. 
Try pressing the Stop button in the middle of the playback. Now let's explore each of die other 
functions in die Sound Shop, and see what kinds of things Sound Shop will let you do widi 
your recording. 

Playback Rate: Use Ihe mouse to change the Playback Rate (die slidebar control near tfic 
bottom of the screen). Try values of about 20,000 and 5,(XK). If die Playback Rate is faster (a 
value larger) than the Record Rate, the pitch wiU be higher, and die sound sped up; if the 
Playback Raie is slower, the pitch wdl be bwer, and the sound slowed down. When you save 
the sound sample to disk, die playback rate setting wil be saved widi the file. 

Ptaying Part of a Sample: Set the Playback Rate back to 10435. Now move the mouse 
pointer until it is in die sound wave window, and positioned at die beg ironing of die Uiird sound 
wave group. Press the mouse button and hold It down, and dr^ the mouse until die entire wave 
group is highlighted. Then relea^ die mouse button. 
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This is how you seli:cs part of che waveform tn Sound Shop, Now press ibe Play button. Notice 
that on]y the wcml "ihree" Ls played. Whenever you select a portion of a sound. Soiuid Shop 
p]ays only the part selected. 

Volume: This controls the playback volume of your sound sample, ll does not affect the 
recovduig volume. Like the Playback Rai^, ike Volume seuing wiU be saved when your sample 
is saved to Uie disk. This is so that you doai'l have lo adjust this control wiihin a StudioWare 
application if you don'i want lo. Try changing the volume now to ssc how it affects die souud. 
B^ause of the way in which sound is done on your computer, very high or low volume 
settings will not sound as good as the moderate ^ttings. 

Repeat Count: This controls how many times the soimd wilt be repeated when it plays. This 
might be used, for example, with sound effects like a gunshot ix footstep. When the sound is 
repealed a few times, you can get interesdng effects without taking up ihe large amount of 
memory diat a larger sample would require. Try changiiig the Repeat Count 10 3, and press 
Play. You should hear ihe word "three" said dmes. 



Ectto Dthiyi This controls a delay within die computer between the repeated playing of the 
sample. Each rq^eated acuon, however, is started while die previous playback ts sdQ playing. 
The result of any given value depends on a combination of the safnple length, the Playback 
rate, and the Echo Delay value. Even slight variations in the Echo Delay value can produce 
diff^ni eff^K;t^. In general, the echo effect wUI vary betweeji a "close" echo, reminiscent of 
singing in ihe shower, and a "larger*' echo, like that of a stadium. 

The best appro^h is to start wiUi an Echo Delay value of, for c^^ample, "40'', and then play the 
sound sample. Then adjust die Echo Delay to 39 or 4 1 , and try again. Experiment unid you 
get just die effect you want 

Remember to set die Echo Delay back to "off' before trying the funciions described next It 
doesn't huit anything to combine it with other functions, but there will be less confusion if you 
leave it "off" for now. 
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Record Threshold: Ordinarily, iecording starts soon after you press the Record burton. 
However, suppose you want to start the recording proc^ only when die soimd actually starts. 
The Record Threshold lets you specify a number value that represents how loud the sound 
should be to trigger die start of the recording process. 

To see how it works, first do a recording wifli die Record Threshold set to "ofT. This means 
recording starts as soon as you press the Recoid button. Before recording, click die mouse in 
the wave display window once to deselect "diree", if necessary, ThCT. (wcss die Record button, 
wait for a few seconds, and dien say "one, two, duee". TTien press die Return key to stop the 
recording. Your recording should look somediing Uke diis: 
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The relatively flat area at die beginning of die waveform is die dme you weie pausing before 
startirig to count This wait wastes memory. If the sound you want lo record is not predictable^ 
you could use up all ihe available memory just recording ihe waiting period. 

Now set the Record Threshold to 10, and press Rccofd ^gain. Ttus time die scrsen border will 
turn to green. Wait a few seconds once more, and then count "one, two, duee" and press 
Return to stop die recording. As soon as you started speaking, ihe screen border should have 
changed to red, indicating that the recording process had begun. 
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This time Ibe xt^coftJiiig will look like this: 
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This time there is no wasted space at the beginning of the recording. The number value you 
choose depmls on the sound you are lecofding. The center line of the waveform window has a 
value of zero. The very and bouom of the window reptesent values of +127 and -127. 
respectively. If the sound you are tecording has large peaks (hC, is relatively load), yoii can 
use a high threshold value, for example 50-100. On ihe oiher hand, if you're trying to capture a 
quieter sound, a smaller value like 5-10 would be bettsx. 



Now lets look ai sixne of the menu functions in Sound Shop. 



File Mrau 

This menu is used to save sounds youVe recorded widi Sound Shop onto a diskette, and to 
load the sounds back into die Sound Shop or HyperSuidio. Use die mouse to puU down the 
File menu and exanune the entries. For many of the menu commands^ there is a keyboard 
equivalent Thai is. you can press a key instead of using the mouse and menu. Fbf ejtample. 
pit&ssing C^N gives the same result as choosing New &om the File menu. 

New: [An\ This ernses whatever sound is cunendy in memory. 

Op«b: [dO] This loads a sound file from disk^ Wlien Hrst chosen^ Sound Shop shows the 
files in the same directory as where the Sound Shop software was locaied when it was run. On 
the HyperStudio disk, dus will bs the pathname /HyperStudio. There is another disk in the 
HyperStudio package, called HS. Sounds, tliat has a sampling of digitize sounds. Try loading 
a sound file from this disk^ 



To load a sound file, sdoct the file you wish to load, or Cancel to go back to the main screen. 
CUcking on Disk changes die disk being examined. Oicldng on Close cbses the fbld43- (Lf any) 
that you axe currently in, and returns you id a previous ^'levd" in the disk dneciory. 

Note: If you have rccoided a sound, or loaded a sound file and then made a change lo it, using 
Ihe Open function will first bring up a dialog box thai reminds you the current file has not been 
saved. If you clicic on "Yes" (to save the file), you1l be shown ihc current disk directory, where 
ym can enter ihc name 10 mve the file under. After saving the fde. you'll be immediately 
presented with the disk directory again so you can open the file you want rf you choose "No** 
(not to save die file}, then die sound aie you load will completely rq>lace whaievei sound file 
is curr^aidy on the screen. 

Save: [dSj This function is used 10 quickly save a fde under the name thai it currently has. 
You cannot use this function until you have done a Save As (thus giving a new recoiding a 
name), or unless you have loaded an existing sound file fir>m disk (in which case it already has 
a name). Once Ihe filename is known, diis menu item wiU read somediing like "Save File- 
name''. 

Save Aft: TTiis is used to save a file under a new name, and is required to save a new recording 
where a new name is required. As widi the Open comniand. youll be shown the currBni disk 
directray, and asked for the name that will be used when saving the file. 

Revert: Tins is used to re-load a stmnd file on the disk, without having to go dirmigh die more 
Icngdiy Open sequence. For ejiample, if you have loaded a souiKf fde from disk, made some 
changes, and then decick U) siart again widi die original file, just choose Rev<^ (which will 
actually read something like Revert to "Filename"). This loads the original 5k. completely 
replacEtig whaievt^ sound file is cuirently on the screen. 

Quit; IC5Q] Choose diis when you want to quit Sound Shop, and return to your program 
selector. If you have not saved the sound sample currendy on il^ screen {or made changes 
suicc die last change), youll be given an oppoftunity !0 save the ftle before you quiL 



Edit Menu 

This menu contains the cut, copy and paste functions, and other useful commands reJaied to 
edidng your sound sample. 

Undo: [dZ] This is used when yon want to change your mind about some editing acdon you 
have taken. Not all actions can be undone, but many can. If you cut a portion out of a sample, 
choosing Undo puts it back. If you paste some data into your sound sample, and change your' 
mind. Undo removes what was just pasted, and leaves the clipboard wiih die data still on iL If 
you are new to die idea of the clipboard, arid copying and pasting data^ the next actions will 
explain diis in greater detail. 



Page 63 



Somid Shop 



HyperStudio 



Cul, Copy and Paste: [GX, C^C, & dV] These three funcdons &re used logethef to eitha 
remove part of a sample and nnovc ll to a new position in a sample, or to copy a portion of the 
sound from cMie posidoci in the sample to another. There are aJso special effects dial can be 
done by combining diese edidng functions widt some of die Took functions described a litlle 
later. 

Selecting Cut &om die Edit menu removes pOTt of your soijnd sample, and puts it on die 
computer's clipboard. The term "clipboard" is to suggest how d»e editing process worts. 
Using die mouse, you firsi select a part of d»e sample on the screen. Fen- example, record the 
words "oiie. zwq, Uiree, four" as you did earlier Now use the mouse to highlight die third wave 
group on the screen, which corresponds to the word "three". You can check this by pressing on 
die Play button after seleciing die desir^ of the wavefonn. Voii should hear just the wofd 
"three". 

Now use die mouse to pull down the Edit menu, and choose Cut After a brief pause, the 
screen wLU be rediawn, now with just dtree wave groups. Click on ihe Play button. You should 
hear your words "one. two, four"*. "Three*" has been cut from die sample. To hear what Is on 
the cUpbcard, choose Play Clipibuerd. which is near the botuxn of the Edit menu. You should 
hear just the word "three". 

Now^ for fun^ position the mouse between the fnsi and second wave groups^ and click once. A 
mailer bar should appear. This is used to indicate where you want data from the clipboard to 
be placed. We can now insert the wmd "three" in the sample by using die Paste fijncdon. 

Choo% Paste now Emm the Edit menu. Again^ theie will be a brief pause while the sound on 
the clipboard is pasted into the sound sample at the marker bar. When the waveform is re- 
drawn, youll again see four sound groups. Press die Play button to hear die edibsd sample. 
Now it should coum "one, three, two, foui^. 

The Copy function puts a copy of die selected sound portion on ihe clipboard, but does not 
remove it from the original sample. This is HKist useful when you want to use the Layer 
function in Tools menu. See the Layer command for a description of its use. You can also use 
the Copy command to get part of die sound from one fUe, dien load a second Hie, and p^iSte the 
sound portion into the second file. 

Importantn If you are copying and pasting between two separate FileSf and the playback 
rates in each file are differ en e, you wiEt get aceordingi}' strange results. 

There is really no way to get around this problem^ olh^ than adopting the habit of trying to 
minimize die number of difTerent recording rates you use when you create your sound 
samples. Although the Sound Shop provides a very wide variety of record and playback rates, 
diis is mostly in the interest of compatibility with sound files created with other hardware 
products. From a practical standpoint, die 10435 receding rate will perform just fine for most 
voice recordings, and for music, or sounds with a lot of high frequencies^ a rate of 1639S, or 
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pcrfiaps 22S24, will woit weU. If you limit yourself to using just d^se rates, you'll have much 
more flexibility in combining parts of one sample with anodier. 

Clear: The Clear function is a lot lite a Cut, c?^cept diat the clipboard memory is not used For 
example, suppose you had word "thiee" on die clipboard, but wanted to completely deleu; 
the word "two" from the middle of die sample without losing the vrord "throe". By selecting die 
sound for "two" and choosing Gear. d>e selected portion would be removed from the wave^ 
fomi, and die sound "three" would stiU be on the clipboard. Try it now to see how Clear works. 
Clear the word "two" from your sample, and then choose Play CUpboord lo verify tiial die 
word "three" is still there. 

Play CliplMmrdr This piays whatever is on die clipboard &om die last Cut of Copy opeimian. 
This is useful to hear exactly what you have captured on the ctipboard before pasting it 
somewhere else in die current sample, or even another sound file. 

Clear Clipboard: This erases whatever is curiendy on die clipboard. The main use for this 
would be in diose cases where you wanted lo absolutely maximize the amount of memory 
available for a subsequent operation, such as a long recording. This is most likely to only be of 
use when the Maamum Memory option is in effect (see Uie Settings menu description later). 



Tools 

The Tools menu provides a number of additional editing functions that can prt)duce interesting 
effecu. and help you create die best sample possible. In general, if no specific part of the 
waveform is selected, then the action will be performed on the entire sample. On the other 
hand, if you select just pan of your sound sample, tiien only the selected part will be affected. 
Let's see what each of diese functions is used for. 

Erase: [ciE] This clears die selected part of the waveform back to icto (die center hne). This 
is used most often to erase just part of a sample. To soi how diis works, we'U record somediing 
widi a deliberate fiaw, and then use the Erase command to remove tL Fust r^rd die words 
■*one, two. three, four" again. However, this time, between the word^ "two" and "three", tap the 
microphone once with your fingertips. 

When you play tiie recorded sound, you should hear our rather contrived "pop'' betwesi die 
words "two ' and "duee". You can see diis in die waveform as a sharp spike in the middle of 
the recording. Use tiie mouse to select just die spike. Verify you have our deliberate error in 
the recording by using tile Play button. Now choose the Erase function from die menu. The 
selected part of die waveform will be erased back to die centerhne, widi the rtsull that die 
"pop" has been removed. This can be used when recording sounds from noisy sourees, or in 
those cases where you want to remove just a portion of a series of sounds, but dont want to 
change tiie length of the sample by using the Cut or Clear functions. 
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Fade Up & Down; [C^U & C^D] Use this to taper Lbe volume of a sound sample ai ihe 
beginning and end. Fade up stam the volurnc al zcto, and ramps up 10 fuU volume over \ho 
range you have selected, Tlii^ would be used to edit a samp^ thai had been ""^iced", for 
c:iampier fpom the middle of a longer sound. By doing a Fade Up ai ihe beginning, your 
sample will sound mofe naturaln Fade Down is just the opposite, and is u^ed al llic end of a 
sample to Eadc oui tiic sound. These effects can be used anywhere in a sample, not just at the 
beginning and end. 

Filter: [dFl This ii a ^btk "smoothing"' function thai can take some of ihe background 
''hiss" out of a noisy sample. To use it, you select the portion of die sound sample you want lo 
dean up, and then choose Filter, If nothing is selected^ then the entire sample is Tilu^^. You 
may have to use the function several times so produce a very noticeable effect. On the other 
hand, repealing the operation very many times will start to make the part of the sound you're 
inierested in so^md "dull" or muffled. This function is unlikely 10 be needed on any r&:oTding 
you do with the HyperStudio hardware ^ but is provided 10 help you widi souml files you get 
from otha: sources. 

L^jttx [dL] This is a very useful editing looi. It takes whatever is on die clipboard, and adds 
it CO Uie existing sound at the selected point. With it, you can produce your own "'echo'' effect, 
and ^Lso mix different sotmds. With the Layer lool, you can t^e what Ls on the clipboard, and 
mut it widi die sound currently on the screen, starting at die curreni edit marker. 

For example, you might have one recorded sound of falling rain, and anodier of diundert and 
want to combine them into otte sound sample. Yoii would Tu-si load your Tde of diunder, and 
copy a section you like using dw Copy function. Remember, you can use \hc mouse to select a 
range, and then use Play 10 make sure it's what you wani. 

Once die thunder sound was on the clipboard^ you would open your Rain sample ^le. What 
you want lo {k> is to add die thunder "in Uie backgn^und", so to speak. Put a marker bar about 
halfway in the Rain sample (by positioning, then clicking the mouse), and then choose Layer 
from the Toots menu. The sound on the clipboard will d»cn be combined wiUi die rain sample, 
starting at your marker point Layer Hteially adds die two waveforms together, producing the 
mixed sound dial you want. 

You can also use Layer to manually produce an echo effect, Fu^. make a fresh recording now 
of die familiar "one, two. dircc, four" icsl pMtcm. You can record it right over whatever might 
already he in meinory (if anything). Recording always completely erases whatever was in 
memory. 

Now, select the word "three*' from die waveform, and also, look at the Editor Status box jmt to 
the left of the Record button, and note where your selecdon staits. Choose Copy 10 copy the 
word "three" to the chpboard- Now click once with the mouse siighdy to the right of the 
beginning of where you selected the word "three" a moment ago. For example^ if your selec- 
tion started H 21000, try putting the marker bar at 22000 before you choose Layer. The result- 
ing effect should be a kind of "hdlow"' sounding echo- Now put the marker bar halfway 
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through d>e word "dvee \ and choose Layer again. This time die resulting soujid should be a 
more "ckssic" echo. 

Layering wdl also work better with higher record/playback raies. At lower rateSp you may have 
problems with die combined sound actually being quieter than die original files. Higher sample 
ratesi avoid diis problem, though obviously at die cost of a greaier use of memoty. Our advice 
is to U7 to get the effect you want at a bwer rate first, and then increase the rale only if neces- 
sary. 

IiuiHirtaal!! If you are layering a sound that was copied From a different Ttte, you will get 
strange results if the playback rates in each file are dilTerent. See the dbcussion In Copy 
8l Paste for more information on this. 

Redraw; fd W - "Waveform" 1 Tliis is used to redraw eidicr a selected portion of the wave- 
form, or to restore the anginal view after viewing just a portion. To see how diis works, relect 
just die word "one" on \ht screen, and dien select Redraw. 

Now press the Play button. Notice diat jusi the word "one" plays, and that die soeien Is now 
blue. With die Redraw command, you have "zoon^ in" on just the pan of the waveform that 
plays die word "one". Now select just the first half of the waveform for one. (Highlighting wUl 
now be a lighl-coloted region). Choose Redraw again, and dicn Pky. 

You should now have just the *'wa'' sound in "one\ Widi Redraw, you can select, and reselect 
smaller portions of the waveform as many times as you wish imlil die window shows each 
individual "bump" in the wave that creates your sotind. Of cour^, very small samples will 
reach die point where an audible sound may not even be heard, since you are dealing with a 
sample diat may be as small as a few hundredd^ of a second. The smallest sample that Redraw 
wiU show is 256 data poiiits from one side of the wavcfomi window to the other. 

To restore the original wavefofm display, just choose Redraw without selecting a region. 
Choose Redmw now to restore the display. 

Reverse: [dB - "Backwards"] This function reverses the selected portion of die waveform, or 
die entire sample if nothing is selected, k is mostly of novelty value, aldiough if your favorite 
k3cal radio station is having a contest to recognise popular songs played backwards, it may 
rq^resent some real income potential lo youE 

Stuttf r: [dT - "Tripping off the tongue'' Oh, all right, then you dtink of a beoer way to 
remember it!] This is commonly called die "Max Headroom Effect^ since booming popular- 
ized by that once-famous television pcTsonality (yes. fame is fleetiiig!). It has the effect of 
doing copy and dien multiple paste of die selected sample. Try it on the beginning die word 
"two". You want to select just die "i" sound of the word "two". Remember, you can choose 
Play whde a portion is selected to sec if you have just die part you wanL 

Once youVe selected the part you want, choose Suuier firam the Tools menu* Now cikk on die 
Play button to hear die effccL 
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Sound Menu 

This menu gives you the eqidvaJent of the Play and Recofd buttion^ and abo ofTcrs an alterna- 
tive Record mode which can be useful in some siUiatiDns. 

Stop and Plaj: [CiH - ''HaJt" & 6P] These are cquivaient lo lh« screen tHiOons. TTic impor- 
tant thing to notice here is thsi there aie keyboard equivalents of the Play and Stop buax>ns» 
namely Apple-P and Apple-H. If you're doing a lot of repeated operations, ii can more coiiven- 
ient (o use tlie keyboard. raUier {han [he mouse. U> qperaie the rect^ and playback functions. 

It is also important to noiice, aidioiigh it has been mentioned earlier, dial ihe Play button onfy 
plays she selected part of the wavefomt. This is very useful when you are about to do a copy or 
a paste, because you can make sure you have selected just the pcsiion you wanL In addition, 
there will be times when you want lo concentsaie on just a pordon of a lecording, and this 
makes it possible, without having to lisEen to die whole thing each lime. 

Record Modest ICR & OM - "Model Like Flay, Stop, and other Sound Shop commands, 
the Record function also has a keyboard equivalent, Apple-R. However^ the actual way in 
which the recording is done can be one of two different methods. In the usual^ or default mode 
(Record Mode ]}. the reconting starts as soon as you piess the Record button. The lecording 
stop^ when you either a) press the Retinti (or any odier) key, or b) when the recording has used 
up all available memory^ 

For short sounds, dii^ wofks pretty well. If you are recording a sound off a soimd effects tape, 
for eixample. there is most likely going to be a space at die beginning where you sian the 
player going, and probably a bit of a space at the end where you lei die tape play for a while 
before prcssang the Slop button in Sound Shop. However, bodi "dead areas" In your recording 
are easUy edited out by using the Cut or Clear editing functions. 

But what about diose cases where diere are a lot of cdfitinuous sounds, (perhaps part of a cat 
fight outside yowr window} and you want to get just die right part of die sample. When you 
Stan the record pfocess. it will stop on its own in a relatively short time, and you could miss 
your perfect jrawl just as you were resiardng the recording for die fourth time. 

Record Mode 2 is the solution lo just this problem. Rccofd Mode 2 is a c^nmuous recording 
operation that never stops until you press the Return (or any other) key. When you do stop the 
recording, die hist sounds you heard will be at the end of your sample, and you'll have how- 
ever many seconds before that as are indicated in the Bulfer Status window. At Uiat point, you 
will prat>ably want to Cut oc Clear most of the sound at the beginning of the sample to get just 
the pan you want as the file to save. 

To leU Sound Shop you want lo use Record Mode 2, ji^sl select Record Mode in the Sound 
Menu, You'll be presented widi a dialog box diat lets you choose between the two recording 
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modes. The current recording mode is mdicated by which Record Mode Is highlighted in die 
Sound Menu, and will remain in effect until you either change die mode, gr you quit !he Sound 
Shop. 

Selected Record: Aldiough not a ^Mcific menu iBem, this function can come in very handy. If 
you select just a portion of your sample, and dien choose Record, Sound Shop will replace juss 
the selected part with the new recorded sample. Ychi can use diis to 'patch" a sound sample if 
you wish. Note that diis simply replaces the selected portion, and does not lengthen or shorten 
the selected area. This means that if you patch-record a shorter sample dian die selected area* 
any area not recorded over will letain whatever sound was there. On die oUier hand, if you 
leave die record mode on for a period longer than die selected area, the record mode wdl 
automatically slop and you wdl not record anything after diat poiuL 

Aldiough the selected record function can be handy in some situations, die alternative method 
is use the copy and paste editing functions widi sounds recorded in their own fdes, and lo 
merge the sounds at your leisure. 

Important: Note that Recording a new sound will always clear die clipbo^. 



Settings Menu 

This menu allows you to set and reset various Sound Shop parameters. The options are as 
follows: 

Current File; Use dtis to restore die sample size and Playback Rates to dielr original values. 

Startup Defaults: Choosing dus sets the sample lengdi ip approximately of die total &ec 
memory in die s^tem, and restores die Record 8l Playback Rates to the startup values. 

Mas un urn Memory: To allow working room for the Clipboaid, die Sound Shop normally 
only alkiws you to use about 2iZ of die available memory to rroird a sound. If, for some 
reason, you require die maximum amount of memory lo r^ord a sound, or edit a large file, 
choosing this function will set die available memory to the maximum size, 

Disable/Enable Cautioits: Usually the Sound Shop tries lo remind you about die conse- 
quences of such actions as a layer or clear operation where the action cannot be undone. 
However, if you would ladier take things in your own hands, and not have lo bother widi die 
occasional leminder messages, choosing Disable Cautions will temporarily disable diis ftinc- 
tion. You will siiU be prompted when loading a new fde, widi a reminder if you have not saved 
an altered file, or you've made a new recording. 

Choosing Enable Cautions (alternate menu item in this posidoci) will restore Uie normal 
operation of die reminder messages. 
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Status Displays 

As you have m doubt already noticed, Che Sound Shop screen display includjes die display of 
socne Important numbers concerning your recorded sound. These arc as follows: 

Memory Status: This indic^ies the total amount of system memory available for ific record- 
ing of a sound. Iji die ejtample screen, a lotal of 1297664 bytes. At a given reconi rate, diis 
corresponds to a specific amount of recording time (124 seconds in diis ejumple). Changing 
die slider bar in die Record Rale control will change die majtimum record dme displayed for 
the current anKHmt oF available memory. 
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This box also displays d!ie amount of memory currently used by the clipboard when a soimd 
file is in memory. Remember that yc>UT sound san^plc and the clipboard share a common 
amount of avaiJd)le memory, and that inoeasing the sjze of one decreases the amount of 
available memory for die oihi*^. 

BtifTer Statufl: At startirp. this indicates die amount of memory available for loading a iile. or 
recording a sound. It also translates dus into a length in secondis for a tecoidmg or loaded 
sound nie. tf you have alr^dy loaded a file, or made a recording, this will show die amoum of 
memoiy used for that sample. The Record time, in diat case will still indicaie the maximum 
time available, but the Play time value will show you the actual time lepresented by your 
recording. 

The Play time shown also depends m die playback rate specified The playback tatc is con- 
tmUed by dte Playback Rate ^lidei control below the Buffer Status witxk^w. 

If you have anything on the clipboard, d^ play time of the clipboard data is also indicated in 
this box. 
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Editor Slatus: Tbis wiitdow indicaies die magnitude of die sound wave at die point cuncndy 
selected. This is useful for cutting, copying and pasting sound segments from one point in die 
file to anodier. Try ihe select process now by positioning die mouse in die sound wave display 
window. Now bold down die mouse button while you drag the mouse to one side or die odicr. 
Note diat the area selected b highlighted, and that the Editor Siams box shows iht magnitude 
of the sound wave at the current selection point 

Record Tbresholdt When you start the recording process, you may warn the system to wait 
uniil diere is an actual sound to st^ reconling. Since dieie is always some degree of back- 
ground noise in die system, the d^reshold setdng allows you to specify what initial value of an 
incoming sound should trigger d>c Stan of die recording process. When a non-zero Threshold 
value is used, die screen border will turn green whUe Sound Shop waits for a sufficiendy loud 
sound 10 start recording. When die recording process ^arts, die screen bolder wUl turn red. 

Play Volume: This lei^ you set die playback volume of a sound sample. Values dial arc too 
large may "overdrive" your speaker system, so try to use a value dial gives die best sound. The 
exact value may depend on the speaker and/or amplifier system you are using. 

Echo Delay: This control is used for creating special "echo" effms with your sound sample. 
See the description earlier for details. 

Repeat Count: This value detcrmmes bow many repeated plays of die selected sound ^ple 
will be played. You can use die repeat count to create an apparcntly longer sound effect, 
without using die large amount of memory diat would odierwise be reqijired 
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Sight 'n Sound 

Sight Sound is a fun utility pravided so ihM you can change the startup process of your 
Apple HGS to put a picture on fhe scmn while the cocnputer is starting tip, anchor have a 
sound you have recorded pby as well. 

In addition, for those pm^^ms that use the standard Apple "beep", such as an Applesoft 
BASIC program, or others, you can replace the ''beep'* sound wiih your own sound, such as 
"oops!*', the sound of breaking glass, a pleasant "try again'', or whaiever yqu like. 

Sight 'n Sound is easy to use. Just click on the Sight n Sound icon iit the HyperStudio Home 
Caid, or launch it bxm the Finder, PioScU the EtestTop. or any other program launclier. 

When you use Sight 'n Sound, die tilJe screen will ajTpear. Let's take a look at each of the 
options: 

Startup picture: Wheit you click on this, you will be presented with the standard file selec- 
tion interface. Use dw di^ and open buttocns as necessary to find die picture you want to use as 
a startup ptcuirc. To try it now, you can use any of the graphics on the HyperStudio.Art disk. 

Once you have selected your pictnic, another dialog box wiU appe^ wich a miniaoire image of 
die picture, and ask you tf dtis is realty die picture you want to use. If tt's not, clicking on "No, 
pick anodier" will take you ba::k lo die fiJe selection interface. Assuming you've found die 
picture you want, clicking on "Yes, instalf' takes you to the nc^t step. 

Now all you need to cb is Do tell Sight 'n Sound on which disk you want put the picuife. You 
can use your HyperStudio disk (a backup copy of the disk, that is), as a test disk if you wish. 
Ordinarily, you'll want to insert a notmal GS/OS disk in die drive. You can use Ne^t Device to 
bring ttp the name of each disk drive you have connected, or the Re^Tbeck Device to re- 
examine a disk drive after youVe put in a new disk. 

When die name of d« desired target disk is shown on die screen, click on ihe Install buuon to 
complete die installatkm. If a startup picture already exists on that disk, youH have die oppor- 
tunity to cancel die operation, or condnue anyway. 

Note: There are actually two Sight "n Sound programs on die HS.Sounds disk. SNS320 adds 
320-mode Super Hi-Res gr^hics to a disk; SNS.640 does die same for 640 mode grahics. The 
graphics from the HS-Art disk are aU 640 mode graphics. Screens fmm PaintWorks Plus are 
320 mode. 

Startup Sound: This is similar lo die startup picture function, e^ncept dial it will put a Sound 
Shnp^reconled sound on your disk diat will be played when the comptiter s^its up. 
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Selecting a sound is done just like any odier Fde, except diat afbr you have selected it, you'll 
have the opportunity to play it to make sure you've got tht sound you want If it is, clicking on 
"Yes, install" takes you to the same disk selection diabg box dial was us(^ when installing a 
startup pLctirre, 

Note; If your sound sample takes longer to play dian die dme it takes your disk to start up. die 
laid of the smple will be stopped prematurely as your actual startup application is loaded. The 
time avaibble for a siartup sound varies according to the type of disk drive you have, and what 
software is on yotir disk, so some customizing of Uie startup sound may be desired for die best 
effect. 

System Beep: This is for replacing the usual "Tieep" in Applesoft BASIC and other programs 
with a recorded sound of your choice. The process is idcndcai to aiding a Stamip Sound, but 
your custom sound will only be heard when die Apple JIGS system beep is used. 

Removing Startup Piles: Any or all of die files just add^ can be removed by simply using 
die Remove bunons on die right of die Sight 'n Sound function box. In each case, all that is 
displayed is a dialog box for selccUr^ a disk. For each device, Sighi 'n Sound will tell you 
whcdvcr there is currently a starttip ftJc on diat disk or noL 



File Usage: Sight 'n Sound adds die following fUes in die System Setup folder of die target 
disk. The Sysiem.Setup folder is beared in the System folde? present on any GSOS startup 
disk. 



For a Startup picture: 
SNS.SP 
SNS.SRPIC 

For a Startup sound: 
SNS.SS 
SNS.SP.SND 

For a system be^: 
SNS.SB 
SNS.SB.SND 



This is the progiam diat actually loads die startup picime. 
The picture to be loaded 



This is the piogfiam that actually loads the startup sound. 
The sound to be loaded. 



This is die progiam diat actually toads die system beep* 
The sound to be loaded. 



The fUes SNS,SP. SNS.SS, and SND.SB must be on die disk in the same directory as die Sight 
n Sound utility fcr an installation to work property. If die files aie not found, then a message 
wdl be displayed when die installation Ls attempted. The Sight 'n Sound udlity dots not have 
to be on your own disk for the startup functions to work. 
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If you have a program Uial lets you change the order of files in a dkectory, such ai^ Merlin 164, 
or PtoScL, you can aJ^ get a longer display time of the prictuie, and a longer play time by the 
sound* if you move the files SNS.SP and SNS.SS to ihe top of the Systcm^Sctup folder. 
SNS.SP cannot be moved io a positiofi before CDEV.Inii in ibe System .Setiq? folder. 



Sound Browser 

The Sound Browser Ls a utiUry ftjf qiuckly looking (listening?) fhrough a nimibcr of sound files 
on a disk, li is very simple io use, and just prc^sents the usual file selection interface to choo^ 
the files you're mtcre^lcd ut^ Only Sotmd Shop-compatible files are displayed. After a sound ts 
loadfidf it IS immediately played^ After playing, you can then choose another soutid to listen to. 

Since some sound samples can be rather long, there is also a slider control that let^ you adjust 
the amount of each sound file to be read In and played, litis makes it easier to 'l»owse" 
through a Large number of samples when youYe kwking for something in partieiilar. 

When you're done browsing, just ctkk on Cancel to reuim to the HyperStudki Horric Card. 
Finder, or any oOva program selector. 
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Appendix A: Stack Ideas 

One of the traps in looking at example slacks done with HyperStudio is the temptation uo 
immediately classify, and thereby limit, your impfession of possible applications in terms of 
what you have already seen. HyperStiHiio can be used to creaie a fantastically wide variety of 
software. Here are just a few more ideas on possible st^ks thai anyone could create: 

• Child's ABC Book. Imagine a stack oeatcd of scresis with the letters of die alphabet, and 
objects hke an Apple, Bear. Gown, etc. Wlien the child clicks on a scieen image, they h^ 
the phrase "A is for Apple*', etc. A variation is to have the slack immediately play a phrase, 
and dien have the child click on die image needed to match the verbal prompt The si^k 
woidd then respond widi a happy face, or try again voice before going on to the next card, 

• Interactive Adventure Story. In dris setup, a card could have, for example, a castle widi 
two doors. Depending on which door (invisible buttot\) the user clicks on, die story would 
branch to alternative story plots. You could create a wide varieiy of plot variations within a 
"sEory-stack". 

• Repair Guide. This stack starts with an picture of a camera, bicycle, copier, faucet, motor- 
cycle, carburetor, or any dung else thai you have ever seen a repair guide on. From tiierc. 
cUcking on different parts of die picture leads you dirough disassembling, repairing, and re- 
assembling die device. 

" OfTiee Building/Personnel Guide. This stacic would offer a directory to different offices 
and personnel in a business. Click on different departments (o get a map of how u> get to a 
given office. See an organizational chart of personnel. By clicking on a position in the chart, 
you gel a picture of die person, an inuoduction in dieir own voice, inf<vmation oit dieir duties, 
services provided, etc* 

• Interactive Tests. For school or business, you can use HyperStudio's abihty to use its 
buttons as "answers " in a tea to create inieracUve quizzes, tests, etc. When a testing stack is 
completed, HyperStudio writes a text fde out to disk diat has a list of the "answers'* (buttons) 
chosen on each card, the stack name. sUident name and dale. Odier programs can then access 
dtis infomtation as needed. 

• Introduction Io Clascal Music. This stack plays jHsspges of classical music, and asks the 
user to identify die composer and/or name. 

• Family Tree. Gencology is an area diat is very difficult to implement on a classic-style 
daLahasc, By contrast. HyperStudio lets you creaie a card for each family member, putting a 
picture of the person, details of their life, even a voice sample, on each card. The cards are 
dien tinkcd according to relaiiaaiships as needed. Cards can also branch to general information 
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such as the origin of the family namet infonmticm on the country of origin, interesting stones 
or incidents, etc* 

* United Stiit«$ or World Database: kifomiaiiDn on ail 50 US Stales or World. Additignal 
Quiz fonnai that has you identify a state hy cLicklfig on the correct ^pol on a map m response 
to questions, ^ts & trivia. 

■ Animals of Africji: Learn abouc the wiidlife of A&ica. Click on A country Ln a map of the 
continent and then go on a safari^ e^iplcning the animai life of the region. Hear lions roar, the 
rumble of a thunderstorm on the savannah, even the nishuig waters of Victoria Falls! 

- Knowing the Masters - Arti Leam lo identify clasdoal works of an by maijchiitg a picture 
with the tide of die work and die artist 

* Dynamic Flow Chart Demo: Here's a novel idea: Make each caid in a stack a step in a 
classic program flowchart As the user clicks on Yes/No choices, they move tluough the 
"progi^" (the stack). 



These are just a fei^ of the possible applications of HyperStudio, There arc many, many mote. 
In fact, a good souri^ of ideas i£ to just walk Into any bookstore, and look at die variety of 
subjects and presentations on the shelves. A large number of the things you currcndy see m 
printed form can be done in hypermedia in a totally new and refreshing way. 



HyperStudio Catalog 

Roger Wagner Pliblishing, Inc. is putting together a catalog of public domain and commer- 
ciaily sold HyperStudio slacks. We also hope to include other items that would be of use to 
HyperStudio owners, sudi as video digitizers, scanttcrs. sound effects lap&s. records, CDs, 
sohwarc utihties. and odier products. This catalog will be set^i &ee to a^l registered 
HyperStudio owners. 

Mailing in your registration card is die only way we have of knowing you are a HyperStttdio 
user to send you the catalog, and notices of future updates and improvements to die software. 
If you haven't already done so. pie<ist mail the registration card today. 

If you have created stacks tiiat you think would be of interest to others, we would also like to 
hear from you. Write or call Roger Wagner Pubtishing, Inc, at the address and phone number 
tisted at ihe front of titis manual. 
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Appendix B: More On Animation 

The description in the manual of how anunaiion works is accurate, but it'^ easy to overlook 
how simple it is to create an effective animation in a stack yju are creating. The following 
mim-tulorial is provided to help you experiment with creatir^ animations in youf own stacks. 

Blinking Objects (Names, arrows, etc); 

The first estajtiple will be of ho* to create a blinking item on the screen when a button Is 
pressed. Thts could be a name, m arrow pointing to a Jocation, or any otiier alternating 
graphic. 

To try this out choose New Stack from die Fde menu, and dien use die Add Ctip-an function 
(also in the File menu) to bring up the file Output, located oi dve HS.Art disk. In die upper-left 
comer of die screen for tiie Output file is a picmre of a printer. Use die square selector tool to 
draw a rectangle around die printer image, and cUck on ''Ok* at die top of die screen. The 
image of the printer wiU appear on lite screen. Use die mouse to position die image in die 
upper- left part of die screen, and click outside the image to drop it in place. 

Well suppose that this is the firsi card of a stack about computer terms. Suppose you wanted 
die user to click on the printer, and dien hear die spoken word "printer", and also see die word 
flash momentarily on the screen. 

To do diis, we'll attach a sound and an animation to an invisible button over die printer image. 
The animation will consist of two frames, one each widi ant* widiout die wofd ''printer". We'll 
then repeat Uiis animation scquestce three times. 

Before die animation can be connected to a buttiM, however, the sequence must first be cre- 
ated. An animation sequence consists of a series of graphics screens, with some diffcretice 
between each successive frame. Viewing die frames rapidly cieates the animation effecL For 
a blinking object, the sequence i^ very simple: One frame with die object, a second firame 
without 

To create die first frame, select the "T" icon in the Tools menu {the paint text tool). Click dw 
mouse on the screen somewhat below die printer unage, and type die word "Printer"* This will 
be our fust frame of die animation. Go to ihe File menu, choose Save Screen, and save die 
screen under die name Printer. 1. 

Now. use die eraser tool to ei^ die word "Printer". The scieen widi the word gone will be die 
second frame of our animation. Go ba;k to the File menu, choose Save Scieen, and save the 
scieen under the name Printer.2. Now ii's time to create die button that wdl uigger the 
animation. 
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Go to the Objms menu, and chodtse Add a Button. Cboosc Uit invLalile buUDd style, and click 
"04c". It h not necessary to enier a name for an invisible button After an opiional instruc- 
tionaJ dialog box appears {if ihis h die first button you've added after starting up HyperStudio), 
the rectangle for an invisible button will appear on die screen. Use die mouse to drag the 
rectangle over the image of litc printer, and to resize it to something that compleldy covers die 
prtnic]'. It is aU right if die rectangle i^ larger dian the printer im^e. 

When die invisible buttoiif recymgb is positioned, click outside the rectangle to drop it in 
position. Now clict on Play a Sound, and choose Record Now. When the lapc recorder 
appears, elide on the Record bution, and ^y 'This is a printer". d)en press a key to stop dre 
recording. Click on the Play bution to verify you've got a good recording. You can also adjust 
the volume here to a comfonable level When the sound is set up correcdy, click on *'Done". 

Note: If you hit a key to stop die recording, and do it loudly > the "click" of die keyboaid wifl 
be included at die end of your recording. If you hear a click al die end of a recorded sound, try 
recording again, and press a key to slop the recording. 

When ihe Button Actions menu reappears, click on Acdvate Animadon. When tlie of files 
appears, choose Printer.l to specify this animation ^uence, A winckiw will appear, prDbably 
with die im^ of the printer in iL Use die mouse to drag the hand cursor to move die pruiter 
image. and briag the word ^'Printer" into view. Move the woid "Printer" into die i^per-le^ 
comer of the animaUoii reciangle- Now r^ize the rectangle to a smalla^ size^ to neatly fiame 
the wofd "Printer'', but try not to make die rectangle too small. You just want to create an 
image you can work with. 

Now use the mouse to drag die frame of the animation rectangle, and place it undo* the image 
of die printer. Click outside die animation rectangle to drop it in position, A mcss^e will 
appear teUiiig yoa HyperStudio is generating die animation, and dicn the Buttcm Actions dialog 
will appear again. Set a Rate of 45, and a Repeat Count of 3. dicn clkk on Done. 

Now let's liy it oatt Clkt on die image of die printer. Vou should hear the phrase "This ifi a 
printer", and see the word **Printer" blcnk three times. 

h's dial ea^I Blinking objects are the easiest to create, becauac you only need two fiames. If 
you want the object to be left on the screen when the anintation is done, make sure the la^ 
frame of your animation has the object visible. In diat case, you would make the first frame 
the "empty" picture {no word "Printer"), and die second frame would have die word visible. 
Then, when you create the animation, click on Printer.2. This will bring up die second frame 
in die animation window, so you can still place die word "Printer". However, diis time, the 
word "Printer" will be visible when die animation ends, and dius left on die screen for the user 

This technique could be used for a blinkir^ arrow, or waming'Light effect 
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Important Points: 

1) Whatever filename you click on when selecting an animation the one diat wdl be loaded. 
Don'i click on a frame where die object is not visible, becatise you won't be able to place it 
where yoa want it (since it won't be diCTcl). 

2) HyperSmdio always uses die witire available sequence from Fdename.l to }=Slenamc.999, 
regardless of which file you click on. 

3) The last franie of an animation is always left on the screen. If you want die object to stay 
on die screen, make sure it's visible in die last frame. If you want the object to disappear, make 
sure it's erased from your last frame. 

4) Anunaiion files do not have to be caotinnously numbeied, or even begin widi any particular 
numb^. You could have die files Printer. 20, Prinier.25, and Printer. 99, for example 



Moving Objects: 

hi diig nc^ I example, let's create a simple sequence of a plane flying across die screen, and 
inuoduce the idea of a stack-based "wort file" fcr an animation. 

Choose New Stack from die File menu. Go to the File menu agam, and choose Add Oip-Art 
From die HS.Art disk, open die file Output. Near die right edge of die screen, you'll see an 
image of a jet airplane. Move die slider bar at die bouom of the window until die airplane is 
totally visible, and then use die mouse to draw a rectangle around die airplane. Click on Ok 
when you've selected die correct arta. Now posidon die airplane at the feft side of die screen, 
and cHck outside to drop it_ If you ve accidentally got any eittra graphic bits on die screen, you 
can use die eraser tool to erase them. 

The idea in creating this animation wiU be to create a series of cards in a stack that has die 
airplane moving to die left a certain amount in each successive card. This stack wiU only be 
used to create and edit die animation, and noe for any odier purpose. As such, it bra>ines an 
animadon "work file". 

Go to the Apple menu, select Preferences, and make sure dial Erase background on new card is 
m checked, and that Show card number in menu bar is checked. We wdl let HyperStudio 
automatically duphcate die background for each new card in die animation, Qick on OK in 
the Preferences dialog box. 

Pull down the Tools menu, and choose die selector tool (die square dotted line icon). This is in 
preparation for selecting graphics in a moment. Press Apple-N (for New Card), The number a£ 
the top of the screen wdt change to "2". You are now on die second card in diis stack. Use die 
mouse to draw a rectangle around the airplane, and drag the image about 1" to die lefL Press 
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Apple-N again lo cicate ihe diird card. Again, select the akpKanic image, and drag another T to 
the left. Repeal this pirocess two more tim&s un\j\ you havo six cards, eacli with die airplane in 
a different posilion, 

Vou now have a slack of Si% cards with the fram&s for an arumation. You can hoid down the 
Apple-> Icey to move liirough die cards in the stack and gel an idea of how your animation will 
iooL Now, let's save the frames as graphic screens for use by HyperStudio's animation 
feanire^ 

Go to the Move menu^ and select First Card. Now go to the FUe menu^ and choose Save 
Screen. Make sure you have a disk with at least SDK free on iL The defauJi name in die Save 
Screen dialog box should be New.Pic.Ol. Normally, you woutd repLajce this widi a name of 
your own. but for the momcni, thb will woilc perfectly for saving a series of numbered graphic 
scfeens. Piess Return to accept thb file tiame. When the save is complete and the screen 
returns lo card #1. pie^s Apptc-> (Ncsl Card), and then choose Save Screen again. This time, 
the defauli name will be NewJHc.02. Press Return to accept. Again, go to ihe next card and 
save that screen, and repeat until all ^ix cards have been saved lo disk. (U die Save Screen 
doesn'L bcgjn widi New.Pic.Olp because you've already saved a screen earlier, don't worry* 
You ju5t want to save a numbered series of screens - the actual starting number doesn't matter.) 

Now is a good time uo save die stack itself. Choose Save Stack from the File menu, and save 
die stack under the name Pkme.Wmi:. By keeping die file, you can go back later and make 
ctvanges to die animation sequence, widKxit having lo recreate die graphics. 

Now, let's try out the animation. Choose New Stack &Dm die FUe menu. Then, choose Add a 
Button from the Objecis menu, create a visible button called Test, and pasidon it near the 
bottom of the screen. Check "Activate animation...", and when the file sclccUon dialog ap- 
pears^ select NewPic.OL A white rectangle will appear in die middle of d^ screen. Use die 
mouse to drag the fcctangle to the bft side of die screen, dien grab the handle on ihe left edge 
of Uie rectangle, and resize the rectangle to be as roughly as wide as the screen. You probably 
can't see the aiix^ane, because it is out of view in the window. Move dw mouse to inside the 
rectangle, hold down die mou^ button, and drag the mouse up undl die plane is in view. The 
size of the rectangle repfesents the animation area, and needs to have the full left-to-right area 
available for the cc^plete motion of the plane, Chck outside the rectangle » and a dialog box 
will appear telling you HyperStudio is creating the animation. 

When the button Actions dialog box leappears, enter a Rale of 10, and a Repeat count of 2, 
then ciick on Done, Now, test the animation by clicking on the Test button. The plane should 
fly two times from right to left across die screen. If you didn't want die plane image to be left 
on die screen at the end of the animation, you would leave a blank fr^e at the end of the 
animation sequence, as card #7 in the Plane .Woric file, and saved as New. Pic .07 on disk. 
Remember, it is not necessary that the picture fiies you save begin with "1", or that they be 
continuously numbered- You can always use any name you wish fo^ the animation files, as 
long as diey end in some number, and all share the same name as the beginning of die fde- 
name. 
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Appendix C: Improving Sound Quality 

The following information is provided to help you get die best results possible when recording 
and playing back sounds using d\e Sound Shop and HyperSuidio software. 

All of die sounds you hear on the HS.I>emo and HS. Sounds disks weie recorded using the 
HyperStudio digitizer. The voice in Saturday and Spanish were recorded widi the HyperSuidio 
microphone. All others were recorded hum cassettes, iising an inexpensive waUonan-style 
cassette player. 

You should be aware that diere is some variation in individtial Apple DGS computers, so yom- 
computer may be slightly quieter or noisier when recording sounds dian others. However, widi 
a little understanding of die diings dial effect die overall quality of a recorded sound, you 
should be able to gei the best possible performance from your machine. 



Avoiding Electrical Interference 

The biggest somce of problems in recording sounds is die ekcuical '*noise'' dtai is inherent in 
die computer. This is not noise that you can nonnally hear, but when the digitizer records a 
sound by convening it into electrical signals, die eiecUTcal activity in die computer and the 
surroundirig environment can be picked up, and mixed into what you aie nying to record. 

The Hyper Smdio digitizer minuntzes this problem by not plugging into one of the slots in the 
computer. Being physically connected to a sku is die surest way to transmit the elcctticaJ noise 
from die computer into a (^gitizirig card 

If you are having problems widi excessi ve noise in your recordings, consider each of dw 
following, and see if any of these apply lo your situation. 

Noiti "Excessive noise" can be detected by doing a '^smoUiered mike" test. This consists of 
holding your hand over the microphone, while you record about 5 seconds of silence in Sound 
Shop, When the sound wave is drawn, examine the display. If the "bumps" in the display are 
more dmn +/- 3 units in value (click on a given point and look at the Level value in die right- 
hand window}, Of they appear in large quantity at a regular fr^uency, dien you may have noise 
in the system that can be eliminated. If you are concerned about excessive noise in your 
system, and are writing us about die problem, sending a disk with sample recordings wid help 
us a great deal. Record one sample widi die smodiered mike test, and one sample of your 
voice. 

Do keep in mind diat even at best, diere will always be a small amount of background noise in 
die quiet passages of a recording. This is normal foe the system. Even a tape player, when the 
volume is turned up, has a background hiss. 
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Monitor - The Apple nGS monitor is a sinong source of dcctrical noise. If ihe th« micro- 
phoiie is closer dmn about 12" while recording, you will gel Intfirference frttm the monitor. 
Avoid this by just being careful noc to lean In towards the mtxiiior while molding, ^ draining 
the miciophone wire over Uie top of your mmilor. 

Fluorescent Desk Ijimps - Flourescent d&sk lamps are also a strong source. Don't lecord 
with the microplione or its cable directly beneath (closer than 120 a disk lamp. 

Oilier Sound Cards - The HyperStudio digitizer is quieter than most because it doeai't plug 
into the internal atots in the computer. However, if you are using the "piggy-back" opuon to 
connect another sound card to the HyperStudio digitizer ^ you probably will get mote noise than 
if no card was connected. This is because the electrical noise can now flow from the slot 
connector, inlo the other card, and Then into Ihc Hypo-Studio digitiz^ar. Unfontmately^ there 
isn't any way around Oiis problem other dian not connecting the offending sound card m die 
HyperStudio digitizer. 

The odier aite*native is thai, if you do have another sound card, you probably can use it to 
record sounds in bodi Sound Shop and HyperStiidio. wiUiotii equiring die HyperStudio 
digitizer to be present at all. Obviously, the sound inpiAt quality will dien be limited by the 
quaUty of your own digidzcr canL 

Faufi - Iht Apple IIGS iniemal fan from Apple Computer should not cause a problem when 
attached to the HyperStudio digitizer. However, diere me some inexpensive third-pany 
models dmt can cause problems. External fan units, such as the Kensington System Saver GS, 
or dte MDldeas/Applicd Engineering Conserver should not cause any problems, since their fan 
power supply is separate from tht fan powia- line inside the Ai^le llGS. 

If you do have a problem with a Uiifd-party internal fan, dicre is no easy soludon, other than to 
replace die fan with another uniL However, d you are feehng a little adventurous, or want an 
absolutely perfect power source for die HyperStudio digitizer card, you can buy a 9 -volt 
battery clip from Kadio Shack, or any other electronics parts supply house, and use a 9 voli 
bati&y to power the digitizer card. You can literally push the wires torn the battery clip into 
die 2-wire plug on die digitizer card diat would otherwise plug into die fan plug inside die 
computer. Be sure, however, diat you get the polarity right. The red (posibve) wire from die 
battery clip should match the red wire in die digitizer card plug. 

Placenimt of the RibtiOQ Cable - Aldiough usually a minor factor, you can try running die 
ribbon cable from the HyperStudio digitizer over die top of any peripheral cards in the com- 
puter, f^er dian under them. This will keep die ribbon cable away from die motherboard 
itself, which is a potential source of electrical noise. However, be aware diat it is possible diat 
some particular card will have a component mounted near the top of the card that will be a 
stronger souice of interference than the computer itself. Placement of the ribbon cable is 
simply one more option for yon to experiment with. 
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Other cables - In general, you shotUd try to keqj die microphone from being enangled in 
o^er cables al the back of your computer, such as <lLsk drive cables, printer cables, ac. Try to 
keep the microphone cable running in a relatively direct f^th from the bK^k of the computer to 
your work area 

Power Supply - Although rare, the internal power supply can also be a source of some noise^ 
After you've tried the other options, you can try moving the digitizer card away firom the 
power supply p into one of the other cutouts, if you don't have too many odicr cards in other 
slots. 



Improving the Input QuaUty 

To get die best sound possible in HyperStudio, you can also take certain steps lo improve die 
overall quality of die sound input to the HyperStudio digitizer card. 

Microphone Technique - When speaking into the microphone, be sure to hold the micro- 
ptione right up to your mouth, and speak clearly and fumly. It is not at all necessary to shout, 
but you shouldn't be timid, eidier. Sound Shop is die best place to practice with recording 
sounds, since you can see an actual display of the sounds you are recording. You want die 
waveform displayed in Sound Shop to approach the top and bottom of the window in places, 
without acmally going out of range, A recording that does not produce a good waveform will 
sound noisier dian one done widi sufficient volume. Also, remember diat if die microphone is 
12" away from you when you speak, this will be loo far for HyperStudio or Sound Shop to pick 
up any kind of a strong sound input at ail. 

Other Microphones - Aldiough die microphone in the Hyper Smdio pecScage is quite sufficient 
for casual use, odier microphones may give better results. The simplest improvement is to use 
a condense microphone. These cost approximately $15 from places lilce Radio Shack, How- 
ever^ you should also realize die improvement is unlikely to be overwhelming. In very unsci- 
entific terms, we laie better micrc^hones as giving about a 10-20% improvement in die overall 
quality of reoirdings. 

Signal-to-Noiw Ratio - This is a term diat refers to how strong yoirr reco^Ked sound is ccm- 
pared to die always-present electrical noise in any recording system. If you are recording widi 
a quiet voice or input source and/or playing hack at a large (12-15) playback volume level, 
theii background noise will be most noiicable, and very difficult to eliminate. If you can get a 
good satmg waveform in Sound Shop when you record (90% deflection in die window at the 
high spots), dien your input will overshattow any b^kground noise. In acidiiion, if you can use 
an external speaker widi a volume control dtat will let you play back sounds widi a playback 
volume of 6-8, then die background noise will be minimal compared to your recording. Re- 
member, almost every recording will have quiet gaps between words, musical passages, or 
odier sounds in die recording, and it is in diese spots dial die background noise will be most 
noticeable. If die playback volume is at the high end (12-15), dien diis background noise is 
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amplified as well. Again* try to make Strang recofdings, and ideally, use a medium playback 
volume level. 

Ta|>e Player vs. Micropfanne - You may gel better results for some recordings by rec4Drding 
first into a standard tape player, and dien recording in Sound Shop from dK tsqw player. This 
is because you can control the volume in the output frtan die tape player, and and the recording 
situation Ls a "closed system", i.e., no outside noise. 

It it certainly Due that for digiti^ng sound effects, music, etc,, you should definitely record 
direct from the player, and not to hold ihe mieruphone next to a speaker while the tape 
plays. 

Battery Tape Players ■ Although you might diink an expensive tape d^Jc would be the best 
source when recording music, sound effects, eic.. we recommend you use a battery -powered 
tape player. llOv units often transmit electrical noise bo the digitizer caid. A hattery-powcfed 
unit is more Likely to give you a good dean input sound. 



Improving the Output Qtiality 

The sound output quality of the Apple IIGS is alriKist entirely a functkm of bow good the 
speaker attached to it is. You should, of course, avoid entangling die cable going to die 
optional Hyper Smdio speaker with disk drive cables, or other wlreis thai are a source of intet- 
ference. 

The HyperStudio speaker will give a substantial improvement over the GS budt-in speaker. 
Powered speakers, such as the Yamaha DM-01 model (our favotite). will give die best per- 
formance. You cmnoi hook up standard stereo speakers id die computer, since an amplifier of 
some sort is required. You may also wish to look into odier suppliers of amplified speakers, 
such as Radio Shack. 

Sound Shop and HyperStudio do not ciirrendy support stereo Found in either recording or 
playback, although diis may change in future versions of the software. However, you can use 
stereo output cards as the sound output channel in HyperStudio without any imnicular steps 
being necessary. 



What about other sound file torrnats? 

When the HyperStudio project was started » we looked around for a standard sound file famat 
that v^ouUf accomodate all the requirements for HyperStudio. Tlie primary requirement was 
diat \ht user be able to load a sound Tde stored on disk, and play it immediately widiout 
resetting any pamneteis. This requires thai values for volume, playback rate, echo delay, 
repeat count, etc. all be stored in the sound file on disk. 
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Unfortunately, ao file standard cunendy exists (od>er dian die HyperStudio/Sound Shop file 
fonnat) that accomodates all diesc requirements, and also provides for compressed sound files. 

For that reason, Sound Shop and HyperStudio use a specific type of sound file, registered as an 
official file type with Apple Computer, dial contains all the necessary informadon. HyperStu- 
dio can only direcdy import this type of sound file. If you have sound Hies from other sources, 
you can use diese sounds by Tust loading diem into Sound Shop, and then resaving them la die 
HypcrStudip/Sound Shop file type. 

In Sound Shop, you should be able to load sound fiks recorded with MDIdeas, FutureSound, 
Sonic Blaster, Sound Studio and odier programs. Sound Shop does not currendy load com- 
pressed sound files, although diis is also expected to be handled in a future version. 

If you have access to a modem service such as GENIE. CompuServe, or America Online, you 
can also download digitized sounds for use in Sound Shop. Macintosh sound files will also 
work in most cases when loaded into Sound Shop. If you have a Macintosh computer, and die 
utility AFE (Apple File Exchange), uncompressed 8-bit soundis recorded in MacRecorder, or 
odier digidzers. can also be converted to a ProDOS disk wid^ die AFE utility, and dien loaded 
into Sound Shop. 

Once loaded, you may have to set dw volume, playback rate, etc. to get die sound just die way 
you want it When saved and reloaded into Sound Shop or HyperStudio, the sound will then 
play perfecdy every time. 

Sound Shop and HyperSmdio do not currendy support MIDI music files, or odier syndiesized 
note sequences, such as those produced by Music Studio, Music Construction Set. Divcrsi- 
Tune, or other programs that do not use digitized sounds. This may also be addre^ed to some 
degree in fiioue versions of HyperStudio, 
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Appendix D: Hard Disk Installation 

Installing HyperStudio on a haid disk is very easy- The moat dirrcl way is to create a folder on 
your hand disk named HyperSLudio, and copy all die files ftom the disks HS^DemOn 
HS. Sounds, and HSj\rt to ihe folder. From the HyperStudio disk, copy only ihe files Hyper- 
Studio. HS.TD. and Home. Slack. 

Your hard disk musi be set up to use GSOS 5.0,2 or later. If you'll be using die Video Overlay 
Qffd. you should also have installed Tool033 (Jools folder) and Apple HVOCinit 
{System .Setup folderj^ 

Once ill the HyperStudio folder, HyperStudio can be launched by double-clicking on either 
KypaStudio (from Ihe Finder). Sound Shop can be launched by doubfc-clicking on the Sound 
Shop icon. If you have m Icon Editor, you can chai^ge the application pathname for ihe stack, 
sound file, and other icons so that you ean also launch HyperStudio or Sound shop by double- 
clicking on the stack or sound file icons. 

When HyperStudio brings iqi the Home Card, ciicting on any of the icons should mn all of the 
demonstration si^ks normally. Adding clip-art and sound files should also immediately 
display the ^profniaie files as copied from the HS^Art and HS. Sounds disks. 

Using Snbdirtctories: When using HyperStudio on a hard disk, you may want to organise the 
files inio subdirectories, such as creating the folders HSArt, HS .Sounds, and perhaps evcin 
individuai folders for groups of stacks. This is fme, biit you should realize die basic operating 
"rules'' with multiple direciories. 

Last-used directories: When adding clif^art, sound fdcs. loading stacks, etc. HyperStudio 
remembers the last-used directory for various kinds of data This makes it easy to go back lo 
the last direcuiry you loaded something from. However, you should also remember Uiat if yoti 
put artwork, sounds, etc. in oiher directories, die first lime you go to add clip-art, you will have 
to use the Standard Fde inierf^e to open the necessary folder. If you have a kigie number of 
HyperStiKlio-telaied files, you may find that organizing subdirectories is both useful and 
uecefisary. 
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The follov^'ing pages cocttain tnfomaiion about features added to HyperStudio aft^r the manuM 
was printed^ addi^inngl tips oo using ih^ software^ and an index for die HyperSujdia manual. 



Hard Disk Installation 

"Die Home Slack now ii^ludes an icon (via die Applications button) called HyperStudio 
InataDer. This utility will auiosnatically move all the ^jprapriaie files from the HyperStudio 
disks to your baid disk. Within ^ HyperSnidio folder, it will also creaiE die folders HS.An 
and HS.£ounds. 

When installing Hyp^tudio m a hafd disk, a few clianges wdl have to be made to die 
Hofne.St^k ftw a few of Uie slack icons id worit without prompting for the 33" disks. The 
modificaiion is [equired for d»^ stacks located in subdiieciDdes. 

The stacks Jukebox, An Libfary. Xcmd Info, Find Demo, aid Video Overlay will be located in 
die subdirectories Hs.Soiuids, HS Art, Xcmds, Xcmds/Hnd. and XcmdsA^ideo, respectively. 

When you click on die icons for diese slacks, HyperSttidio wdl uy to locate diesc stacks on die 
(^ginal 3.5" disks. If you don't want to have to put die n^^uired disk ui your drive when trying 
these demos, delete die invisible buttons in die HomcSlack, and create t^ew btjUons dial 
connect to die corresponding slacks ui Uieir new location on your hard disk. 

There is also a connection lo another stack in the ArtLibfary stack. This invisible button is 
over the lamp on die second card, ami normally connects to die stack Tesl-32D,Slack m die 
Test 320 folder on die HS^An disk. Delete die invisible buuon over die lamp, and cicate a new 
one th^ connects to die TKL320.Siack in its location on your hard disk^ which should be a 
folder iiamed Tcsl320 in the HS.An folder 

Heie's a bst of d)e slacks in the Home Card dial youH have to create new buttons ion 

Stack New Localioii 

Alt Libiaiy HyperStudio/HS . Art/ArtLibrary 

Jukebox HypcrSludicVHS.Sound^ukebox 

Find Etemo HyperStudiWXcmds/Find/Find.Demo 

Xcmd Demo HypcrSttidio/Xcmds;/Exerciser/Xcmd.Dcino.St3ck 

Video Overlay HyperStiidio/Xcmds/Vide<VVOC.Deino 



Remember, to dclelc an existing butmnjust choose the tmuon tod (ihe "B ' in an ov^} from 
the Tools m^^t^u, clict on the buiion lo be deleted, and then choose Clear Button from the Edit 
menu (or just press the Delete key). 

Tipi Whenever you get a dialog box asking lo locate a panictdar file for a buoon you have 
clicked on, remember to look at Oie top of die dialog box to see just what fde HyperStudio was 
looking for. This will help you create new butlofis to go to the desired fik. 



Unldlslt Drives (While): Important the following Inforqiiation applies only lo the older 
Unidisfc drives* whieh are while in color. There is no problem wiUi die newer Apple 3.5 drives, 
whkh are plminum (grey). 

ITie ITnidisk drives have a problem in diat diey don't "know" whai a disk has been lemoved. 
This leads to the following pn>blem tn HypciSttidio, or any ocher dedk;top style program on die 
Apple IIGS: 

YCHi are wodting in HyperStudiOp and for some reason, it prompts you \o insert a needed 3S 
disk. You akcady have anodier disk in the drive, so you remove it, insert the coftiect disk, and 
press Return. HyperStudio appears to not recognize die new disk, and asks you lo insert it 
again. 

The problem is diat, combined with die caching fealure of GSOS, die computer sdU Ihitfc die 
original disk is in the 3.5" drive. The only solution here is lo remove d>c original disk when 
pTDmpted, and then press Return before inserting the new disL This foices GSOS lo see diat 
the drive is now empty. Then insert die conecl disk, and press Return £^gain when it ask^ you a 
second time for the needed disk, 

A variaiion on diis problem is when adding chp^art loading or saving stiicks, or any odier 
funcdon diat uses Ibc Standard File Interface dialog box Umt is used in HyperStudio to select a 
file. If d*e disk you want to aexess is not in die drive when die dialog box comes up, replacing 
the dislt widi the otwieci one and choosing die "Disk" bunon in die dialog box (or pressir^ die 
TAB key) will not show die contenis of die new disk. This is caused by die san^ problem: 
GSOS doesn't know a new disk is in ihc drive. The oidy soludon is (o remove die first disk, 
clkk on die "Disk* button so GSOS sees die disk is gone, dien insert die new disk, and click 
on ''Disk" ^gain so it recognizes die new disk. If you have odier disk volumes online, such as a 
hard disk, you may l^ve lo page dirough them each dme to get back to yow 3,5" drive. 



New Feature Summary for 
HyperStudio 2,1 

This new veision of HyperStudio has a munber of improvements to die so^are to make it an 
even jmrc powerful tool for you, whBe still keeping the software as easy to use as possible. 
The following pages describe the qKCtTic changes Lo Uie software. 

New Piint Tools: 

* Stretch/shrink s«kct«d graphic areas G^so & square sctoctions}. After sekcdng a 
graphic item with the lasso or square selector [£xA (die dotted square in the Tools menu)^ place 
the tip of the arrow cur^ on the bwcr-right comer of the square (or m approximation of this 
posidon if you'ie using the lasso}^ If you then hoid down the Apple key while you drag the 
mouse either up and to the left, or down and to the righu you'lJ sec the g^^ic area le-sized as 
you move die mouse. Because d»e (Kiginal graj^c is made up of individual points {pbtels), Ihe 
resi^ graphic may show some distordon, but you should stdl find dus a useful funcsioa. 

■ Eajjy straiglit lines fconstrained modon"). If you hold down die shift key beJoie moving 
die cursor, you'll ncMice thai many paint tools (paint brush, eraser, pcncd. line tool, etc.) will 
automatically draw a perfectly horixontaJ or vertical hne once die mouse starts moving. This 
c^ be helpful when trying to erase a straight edge^ as well. If you hold down die shift key 
whde using die rfsrtangle or oval tool, you'll get a perfect square or circle. 

• Flip horizjODtBl/vErtica] (Edit menu). When a graphic area is selected widi die reoanglc 
or lasso, the functions "Flip horizontal" and "Flip vertical" in die Edit menu wdl be available. 
These are usefid when creating symmetric comas of your screen. For example, on the HS Art 
disk is a file named "Dingbats" diat includes some graphic elements thai correspond to a comer 
of a screen. To the right of Uie ^aphic of die moon is an omamentaJ comer that corresponds lo 
die upper-right comer of die screen. Use die mouse lo draw a rectangle around diis graphic, and 
click on 'OK". Drag the graphic to the upp^-right comer of the soeea and click outside the 
gr^ic to drop it in place. 

Now, you want to make a copy of die gr^hic to place in another comer. You could use copy 
& paste, but an easy way to do this Ls to use the Option key as you sian to drag the graphic to 
make a copy. Resek^t die ^aphic by dmgging a rectangle around the graphic, then hold down 
the Option key m ytm drag the roct^gle to die lower-right comer. Once you start dingging die 
gr^hie, you can release the Opoon key. Holding down the Option key as you si^ a drag 
makes a copy of the selected region. 

When the graphic is posidoned in die lower-right comer, go to die Edit menu, and choose Flip 
Venice, Use the mouse to reposition die graphic lo die exact place you waiit it (if it needs 



adjustmeni). This time» don 't click outside the graphic, but mthcr. hc5*d down ilie Option key as 
you drag the graphic to Ehc lower-left comer. Holding tlown the Option key will autofrtaiically 
paste the graphic in its ckurent position before n^ng the copy, When youVe moved the 
graphic 10 the lower-Jcft comer, go to the Edit menu and choose Flip Horizontal. If die graphic 
is where you want iu hold down Lhe Option key again as you start to drag the copy to d*e upper- 
left comer. In the upper- left comer, choose Flip Vertical once more from the Edit menu^ make 
sure the gt^phic is placed where you want it, and click outside the mct^gle to drop it iJi pl^. 

In general, the Flip commands just reverse the image of whatever area is selected This function 
c^ also be used to reverse the direction of airows, direction of cars^ planes, etc. Note: fringe 
graphic hits, when horizontally flipped, may estpand slightly giving fu/xy edges iii some cases. 
ThLs effect happens when a graphic has an edge of a different cobr, for example, grey pixels on 
the edge of a ddTcrcnt color image. Removing edige colons will make graphics easier to flip, but 
we ^XHjld mention Uiat there's no reason to arbitrarily remove edge colors &om all your 
graphics. In nomial use, edge tiolors give a belter ov^<^ appearance (o m image. 

- Draw Multiple (Options menu). Check Uu5 item In the Options menu lo cieaie interesting 
patterns. When this option is checked, rectaogka, ovals and lhe tine tool will leave a itpcatiitg 
pattern as the mouse is moved. 

■ Draw Cfnterfd {Options menu). Check thi^ item to draw a ciicle or square centered aiound 
a specific point If you combioe Multiple and Centered, you can get very interesting geometric 
panem^ 

■ Color RepEac« (Options mcjiu). This is a very useM new additkm tt) die HyperStudio 

paint tools. It is ijsed to change every pixel in a ^ven selected area inm one color to suxxthcf. If 
no area has been selected, die entire screen will be processed. In the ReplM^e dialog box, you 
can also choose "Exchange''. This will swap die two colors m the seJecied ares. ITiis can be 
used to create an "inverted" image, and may also be of use when importing gr^jhlcs ftom oto 
paint programs with the proper colors in the pakd^, but in a dilferenc vrier than the usual 
HypcrShjciiopaletie, 

■ 320 Mode Alert Box. To help determine when a 320-nK)de gr^diic is being imported, 
HyperSmdio examines every graphic file before loading it; if it appears to be a 320-mode 
graphic, a dialog box now appears, telling you thai the graphk may change colors when loaded. 
Note: Some 640 grajtos, when saved in certain paint programs. ck> not include paleue 
information, and as such will display the 320-mode alen message even diough they will be 
imported widi norma] colors. The alert message only tells y<M the gii^hic may be a 320 mode 
gr^hic. Some graphic Tdes from U>c original LO and \2 vcrsioiis of HyperSmdio may trigger 
ihis alert window. To "fix" tliem, simply load a graphic as a Background on a blank card, and 
then immediately re-save the screen back with die Save Sciecit option in ilie HyperStiKlio File 
menu (use the same name to save with). 



• Colof^ inetiu. The Colors menu can now be used to set tlie color of text, in not only die 
paint text tool but in text items and button labels as welL Simply choosing a color from die 
Colors menu is now equivalent to using Set Text Color (in the Options menu). The Colois 
n>entt can also be used to set the Background color. Simply hold down the OpUM key while 
choosing a color, and this will set the current Backgn>and color, if a button has been selected 
with the button tool, then holding do¥m the Option key will change the button cdor. If a text 
item has been selected, dien die Option key will set the entire Background color for dvc text 
item. While entering text in a text item, you can use the Colors menu to set the ctirreni text or 
Background colof as you go. Choosing a color while die eraser tod is active sets die 
Background color widK)ut having to hold down die Option Isy, 

• "Dropping" Invisible buttons. Animation and "Add a Graphic Item" 

rectangles. When plying an invisible button, full-screen animation window, or a graphic 
item, you can press Return instead of clkking outside the rectangle u> drop the item. This is 
provifkd for those situations where the lectaoigle takes up dK entire screen, and diere is no 
"oulside the rectangle" to click hH 

Button and Text Rem Colors & Styles 

• As mentioned in iliC discussion of the Colors itienup previously, buttons and text items now 
use the current text and back^und color setdngs. These colors can tie changed using eidier tlte 
Colcffs menu (widi or without the Opdon key) while an item Ls selected, or by using the Set 
Text Color„. or Background Color*., functions in the Options menu. Text items now also 
suppHt multiple t^t Hyies. Buttons are stiU limited to Sha^ S, aldiough differcfit colored 
text is supported. 

New Button Actions 

• Next/Previous card art now reladve motions. Thai i^ in HS 2.0, use ol Next and 
Previous established an absolute liitk to card #n. "Next cant" buttons liJte rigjit-arrows couldn't 
be copied to odver cards (Le., the copied button would stUl branch to card #n.), HS 2,1 now 
uses the action Next and Previous as "current card +/- T. which means arrow buttons can be 
copied and pasted as desiied widi the expected cestdt 

■ Home card action: TTiis is equivaletit to lhe user pressing Apple-H, The advantage of this 
is diat in earlier versions of HyperStudio, a link to the Home.Stack with the Connect to 
AnodK^ Stack action lifikcd tlie button widi an absolute pathname for die Home.Stack. This 
hmits return to a specific stack vwth a specific paUinamc (if another HomcStack is not 
available in die same dilatory as die active stack). HyperStudio now "remembers" the location 
of the last Home.Siack^ no matter what directory it was in. This will be mcse flexible for hard 
disk usage, and also allows die concept of multiple Home.Stacks on the same disk, hanl disk, 
or network. For example, you could have dwee different Home.Stacks. design;^ for different 



lands of users, thai ail launched Che same appLication stacks. By using the i^w Home ictkm 
(ladier than the old absoJuie Link), each stack will auUxnaticaJly return to the HomcSlack thai 

Improvements to Editing 

• Paste Card inserts card after oincnt card (not at end of stack). Note: The "Card U*' iha£ h 
di^kyed in the menu bar is a card ideni^ter number, not a 'position iitdicatcr'', Sijwe the canls 
are nuinbcred beginning with " T' as your create a stack, diis ID nmnber is pcelty much the 
same as the position number. However, as you s4m to cut and paste cards ^om diffcr^t 
Slacks, or widiin d>c same stack, you'll find the ID numbere foUow the caids. That is, if you 
cut a canl from the ^id the stack (say, card #9), and paste it iwar the fxDUL, you may notice 
that the card #s then count IS 23, etc. Tliis docs not effect the operation of yoon^ sta;±. Cai^ 
are not renLunbered when canis ai^ cut or pasted, becatJ^ the buUon connectiofis ane all based 
the card ID #. 

Miscellaneous Improvements 

■ Move to Card # (Move menu). Use this to move to any card # in die current stack- Just 
enter the caid ED M (which may be different dian its pQ^ion in the siackj in the Move To dialog 
boJU 

• Save screen bow saves compiete tmage (buttions, itxi items, etc.) depending en 
setting of "Hide Items" in Opuoos mcnu- 

> Cosimetic change to Sound Record/Playback screeo. The "tape recofxier'' scieeii 
now has a numbered scale by the volume slider la make it easy to use consisted volume 
settings ftfl- a group of sounds. (File note; the file HS.TD is now obsolete, and is u> kmger 
used by the HyperStudio pmgnun.) 

• " Stack Info" shows usable free memory. The Stack Info diakig boj. now bdicates 

how much memory is still available to the stack you arc building. This number is smaller dian 
the amount of raw hee memony in the computer because it is only the largest single block of 
nvimio^ that is useable for a stack Check diis diak^ bojt occasionally as you buikl your stack 
to stay aware of bow much remaining room for expansion you have. 

• VeraoD compatibility: AH slacks created with pievious (versions 1.2 and 2.0) of 
HyperStudio can be us^ wi^ 2. L Depending on the number of buttons and text fields in the 
stack, liowever, there may be a delay due to the conversion pioccss. During the conversion, the 
cursor wUl change to an alternating "2.0/2.1" marker. Once converted, you can save the si^k 
back to disk, and subsequent loads wUI be at normal speed since no conversion will be needed. 
Stacks created or saved hom HyperStudio 2.1 joe not baclitward-compatible with earliet vmions 
of HyperStudio (however, since the 2.1 update is being sent to all HyperStudio users, this 
should not be a problem, and theie no reason to maintain earher-vcrsbOii copies of any ol 
your Slacks). 



> Locked stack changed: When a s^k is lockol and the menu bar is hidden on a card, 
HyperStudio will ignofe the keyboard commands for Move to beginning and end of stack, and 
next-card, previous-card. TTiis leis you control the user's actions a litik beuer in (est siac^ks, 
adventure games, etc. 

IMPORTANT: h is now possible to create a stack wiiich cannot be latloeked! If you 
hide the menu bar on all cards but tl^ last card, and d>cn lock the slack and save it, AND there 
is no button that specifically moved to dial last card, you will not be able to get l^k to die 
last card to ever unlock the stack again {or make changes). This is a "f^^re" for U^ose wanting 
to create absolutely kicked stacks, but you should use dits opuoi wilh care, and always keep 
anotl^ unlocked copy of the stack as a backup. 

- Usage tip: A st^k can be locked nnnth^ni \is\ng a password, Afl thai is necessary is to 
check the box "Locked Stai ' in the Pteferenecs dialog box. A password need not be entoed to 
lock a st^k. This wiU make it easier for other tjsers of your stacks lo unlock them to make 
changes in diose cases where dii^ is not an issue for d>cm. We\e seen a number of stacks in 
the public domain that are kxked with a passvwrd where there is really no need to use one. You 
should use passwoid-lodccd slacks only in dssse cases where you absolutdy do not want any 
user lo alter your stack. This might be the case for tesx. slacks i*scd by sunknta* but we 
ertcourage you to use this feamie sparingly. 

< Appk-S DOW is the keyboard eqnlva^t for SAVE. It used to be for Save As... 
This will let you save st^ks insiandy widi a single keypress. If die stack is brand new and has 
not yet bra given a name, pressing Appie-S will bring up the Save As diakpg so you can nsine 
the 6le. 

- Show InvisibW Buttons, Holding down d» AppJe- and Option keys sunultanKXisly will 
di^lay die invisible buUons Oft a screen. This is disabled if a stack is kxJ^ed 

* "Local" directory applkation support Swcks rrtoved to new directories can laimch 
applications in the same directory with no button editing. Hypi^Siudio 2,0 linked buttons lo 
applications with an absolute pathname, and, for e?iample. moving Sound Shop to a haid disk 
lost the connection to Uiat program in the Honrae.Stack. In HypcfSUKlio 11, bwtlcwis wiU fmd 
applications at both their original location and die tocal directory, if prescnL 

- Modified PRODOS file. This is a special version of PRODOS {on the /HyperStudio 
disk) \hsix gives a Utile mote usable memoiy on a RO^ 03 Apple UGS. li has no effect on a 
ROM 01 machme. Move diis Gk to your startup volume if you aren't using the /HyperSmdio 
disk. 



* CLV (dme-bfised or ''Eicteiided Play") laser disc support. This version of 
HypcrStodio now suppons CLV laser discs. Note: The soflware interface for CLV disa is a 
little more i^nsitive than die bame-ba^ drivers, and may reqiiiic Hm you use die START 
button in die remote-conttol dialog box that comes up when you choose "Add a Video" (Objects 
menu) or "Ptay a Video" (buoon action). The START button only needs lo be used when you 
fir^ insert a new laser disc. The way to tell diat everydiing is property stam^ aDd syixrhroiuzed 
h to make sure dial the little button id die right of the frame § iitdicaipr reads Tm" (for 
"Tune")* rad*er than "Ch", "Fr'\ or a blank buuton. 

The number register for CLV disks is in HR-MEM-SEC fofmat That is, a number vaiue of 
02030 would mean bours, 20 minutes, md 30 seconds. Since dierc can only be one hour of 
video on a side of a laser disc, die firjl digit wdl always be "0'\ Emsnng a ntutiber bke 00090 
will ^ow a cofTOCted value of 000130 (diat is. 90 seconds is converted to 1 minute, 30 
setOTds). 



Creating User Disks for Others 



Allhough die HyperStudio program itself cannot be given to odiers, a way has been t^vided to 
create disks with your stacks that are independent of the original HyperStudio program. This is 
done using att additional Hie. HS.Sysl6. tliat is located on the HS.AtI disk. 

KS.Sysl6 is a miniaiure vei^ion of HyperStudio that has no edidng functions^ oiiLy die abdity 
to nm stacks youVc cjeaied. Disks for odier Apple UGS users are created by putting diis file 
on a disk^ along with your own stacks. The "User £>isk" you create this way can either be a 
siartable disk, and thus completely self-contained, or you can create disks with just die 
HS.Sys 16 file and your slacks. In d^is latter case, die user would have to start up the computer 
widi a System Disk, or other siartabie disk, and d*en Immcb HS.Sysl6 from die Fmder. or 
other progiam Launcher. 

Kcmember^ since any stack can branch another stacks even on another diskette, it is not 
nece^ary diat all die stacks for your project fit on one disk. You could, for example, create a 2- 
disk set with a startable disk with HS.Sys 16 and your Home Stack on the fust disk, and dien 
use a button to Link to die st^ks on dte second disk. is dte way d>e /HyperStudio and 
/HS JJemo disks are set up in die HyperStudio package. 

File-Copy btstmctiotis 

The following instructions are for those familiar widi copying fifes iKtween disks. If you are 
more comfortable with an automated process, skip a)>cad to \hc scclion tiikd "Installer 
Instructions". That section describes a utility dial will automatically create User I^sks for you. 

* Startabk User Dbks: To create a disk with System files that will start up to your own 
Home St^k, do die foUowing: 

1 , Ci^ate a stailabb System disk with the &le PRODOS and die System folder. You should 
delete, if necessary, the files START aitd P8 fiom dw System folder, along widi any 
unnecessary Driver files (System/Drivers). You should also delete BASIC.System and 
BASICljuncher. if necessary, from the main dinectoiy. 

2, Cof^ the file HS.Sysl6 fiiom the HS.An disk to your new disk. 

3, Copy your own Home.Slack to your new disic. 

That's it! This wiU now give you a self-contained disk, that when staftcd up. will go dirccdy to 
your own Homc.Si^. This disk can be distributed to others in accordance widi the HS.Sys 1 6 
License Agreement 



* ^0ll-Sta^tBbk User IHshs: If you do not reqimie a startable dklc^ yoa need put va\y the 
file HS.Sysl6 on your disk, aJong with wkaievfir stacks yoii wish, 

IMPORTANT!! YOU MAY NOT, UNDER ANY 
CIRCUMSTANCES, DISTRIBUTE COPfES OF THE 
HYPERSTUDIO FILE. ONLY THE HS.SYS16 FILE MAY BE 
LEGALLY COPIED UNDER THE PROVISIONS OF THE 
HS,SYS16 DISTRIBUTION LICENSE, 

In gesnei^ if yiQ<u will be selling Lhe disk with your stacks, this is considem] ''coinmen:ial use" 
of ihe HS.Sy3]6 mn-dme fik^ and a mod^t annual ficense fee mn^ be paid lo Roger Wagner 
Publishing, Inc. If you not selling your stacks, then no license fee is lequiied. Non- 
conunercial uss would indude public dotnain stacks in user group libraries, stacks shan^ with 
friends and fanriily. and stacks envied for non-commercial distribution in schools. 

Installer Instructions 

This section desoibes how to use the Installer utility, provided on die VHyperStudio disL ThiA 
udlity wdl automatically copy all the necssary files to create a User Disk for your own stacks.. 

You will abo nmi the /Sclera .0isk fbr GSOS vcrsioti 5.0^ or later, as 
snpptied with your Apple UGS computer^ and/or by your local dealer. 

1. Start up your compuier with Ihe /SystemDisaL This will evenmally display the Futder. 

2. hisert a blank di^. Wben pfompu^d, fofmai the disk as you woukl any data disk, and name 
the di^ User.Disk {or any other name you wish), 

2a- If you have a disk thai is already fonnattcd that you are "racyclir^", choose Erase Disk 
from the Disk menu of the Finder afbr selecting the disk to be erased 

3. Inseft the /HyperSmdio disk, and lauiKh the It^stailer program. 

4. Click on ihe Disk button until you see your di^ (UserJ>isk or ???) identUled at the top of 
the window on \hc right of Ihe screen. 

5. SctdU down through the list on the left until you see die entry ''Laii^ Sys. Files (No 
Finder)"". Select this by cbckkig with the mouse on the entry h 

6. Okk on the InsiaJJ buuon at die lOfxentcf of the screen. As dve insialladot) process 
proceeds, you will be promptied, if neces^aryt to insert ihe appn:^iriaie disksi. 

7. Again, use the Disk button to select your disk (Us^J>isk), mt^ choose "User's Slaitabic HS 
Disk*' as Ihe Update Selection. 



8, Gick on iIk Install button lo begin the process. When fmished^ choo^ Quit to neium to 
the Finder. 

You i»w have a disk that, when staned up, will display a tide screen, and go lo a "dummy" 
Home Stack. You tnay want to keep a backup copy of diis disk lo U3e as a starting poini for 
other User Disks in the future. 

Customizing the Disk 

■ Home St»ck: The first thir>g youll want to do is to replace die Home.Stack on dte 
User. Disk wiUi your own Home^Stack. This can be done by running your own full-vef^Lon of 
HyperStudio, loading your Home.Stack, and then saving it to the User Ehsk. Odicr slacks may 
be added as room allows. Depending on how many stacks are in your project, it niay be 
necessary to create a second disk, perhaps called User.Di£k2, d\at contains just the additioflaJ 
Slacks lhat won't fu on die first disk. It is not Eiccessary to put the System files or HS,Sysl6 
on any other diidt oiher than your first startup disk (User.Disk). 

- Stmtop Screen: Tke HyperStudio disk has a stanup screen that is shown every tinne tht 
disk is slated up. You can create the same effect on your own disks by using ihe Sight 'n 
Sound udlity (d^erc's an icon for this die HyperStudio Home Card under Applications ') to add 
yoiff own startup picture. On ihe HS Art disk is a fdc named ''UscrTidc.Scm'* that you can use 
as a starting point for your own startup scrccji, and customize this graphic for your own disk. 

You can abo add a startup ^und to your User J3isk using the Sight 'n Soimd utUity. Be aware 
that a stanable disk with System files doesn't have a lot of extra sp^ on it, and it may not be 
possible to fit the System files^ a targe Home Stack, and a large sound fde on die disk. This 
may take a Utile experimenting to balance die use of the available space on a given disk to your 
satisfaction. 
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